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The cover for this issue was originally painted by Raffaello Sanzio way back in 


the early 1500’s. Google him to see more great artwork. 


GA001 Da Dawgs €12.50 


This pack contains six figures that represent a stereotypical 
bunch of African-American street thugs. Well, one is a dog so 
I’m not sure of its nationality. The other five all carry weapons 
ranging from a pistol to a shotgun to a rifle to an Uzi and one 
also has a Molotov cocktail in his right hand. I found the sec- 
ond from the right to be highly amusing as he’s holding out his 
pistol in his left hand in typical sideways gangsta style while 
holding his “package” with his right hand. Either that or he’s 
holding his pants up. He’s probably my favorite of the group. 
Baggy pants are the order of the day with the whole posse. 
One guy, first on the left, seems to have a right arm that ap- 
pears shorter than it should be when viewed from the front, but 
when you look at it from the back of the model you can see that 
it’s actually his shirt that’s a bit large for him. This is defi- 
nitely a crew that will get medieval on your ass. 


GA003 Los Nortenos €12.50 


sats 


These guys, also six models including a dog, are the Latino 
gang from Obelisk. They are also wearing baggy clothes but 
with some high-water pants to go along with those that reach 
down to their shoes. There are more hand-to-hand weapons 
with this bunch including a knife for the leader (the fingers on 
his left hand could be better defined as they look kind of 
clumped together) and a baseball bat for one guy. The guy 
with the baseball bat is reaching around into his back pocket 
for a pistol which is a nice touch. The guy who looks like he’s 


bending down in the picture actually comes with a leash that 
attaches to the dog, which is also something else that I thought 
was a cool touch. 


All of the figures from 
both sets come with a 
standard round plastic 
slotta-base. Each of the 
figures in both blisters 
needed cleaning as there 
were faint, but visible, 
mold lines on all of them 
and a few had some flash 
and some thin metal 
webbing between some parts. The detail was ok but could 
have been sharper, especially in the faces. Overall, I like them 
enough to use them in my d20 Modern games and even in 
games like Necromunda or Rezolution. 


Reviews by Mark Theurer 
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Combined Army Starter Pack 
280601-0065 30,00€ 


I’ve waited for this box 
for a while now because 
I had decided a while 
ago to go with the Com- 
bined Army as my sec- 
ond force in Infinity. As 
with the other starter 
packs you get six figures 
in the set and you get a 
good selection of troops 
that ranges from grunts to specialists. The grunts are made up 
of three Morat Vanguard Infantry. You get three different 
poses, but all of them carry the same weapon and wear the 
same armor. These three had several bits of flash that needed 
to be cleaned but I could only barely see the mold line on a few 
of them and it was very faint where I could see it. They carry 
rifles and have pistols, pouches and grenades, but no helmet. 
They have a definite alien appearance to them that makes them 
look, to me anyway, like some kind of outer space primates 


_ with thick furry manes and ones that wear big puffy pants. 


These three are single-piece models that were cleaned and 
based relatively quickly. 


The Daturazi Witch Soldier is next and his appearance is very 
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Starter Pack 


Combined Army 


similar to the Morats. His armor is only slightly different from 
them and his head/face is the same. He had about the same 
cleaning needs as the Morats but there are four pieces to the 
model. His left hand holds an axe and I have some minor fears 
that the haft of the axe may be a weak point in the model so I'll 
need to be careful with it. The right arm has a blade that comes 
out at the elbow and the rifle is a separate weapon that can be 
put onto the back of the model but with just a bit of modeling 
work you could put it into the right hand. The assembly of this 
model was easy and all the parts fit together easily. 


The Malignos is a lanky alien that carries a large gun and a 
bladed weapon. There are seven pieces that go into this figure. 
There are two head options for the model, but both are similar 
in appearance. One is the closed helmet version that is show in 
the picture and the other has what looks like an open faceplate 
that exposes a wrinkled or tentacled face of the creature. The 
upper torso is a lot thicker than the bottom as it’s bulked up 
with heavier, and more, armor on its chest than on its legs. It’s 
also a lot skinnier than the previous models in the set but that’s 
reasonable considering that different alien races make up the 
army. The arms fit into place easily but don’t leave many 
range of motion options unless you want to break out the putty 
and do some modeling work. There are three little nubs that fit 
onto the back of the model. If they 

were longer and thinner I'd call them 
antennae but they are relatively short 
and thick so they are probably some 
other kind of sensor mechanism. As 
with the other models there was clean- 
ing that was needed and the number of 
parts involved makes his assembly take 
a bit longer before he’s ready to be 
based and primed. 


Last in the box is the robotic-looking 
Chrontid that is made up of six parts 
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par with the Malignos but his appearance is radically different 
from the skinny alien. This guy is taller (almost half again 
taller as the former model) and much bulkier and armor plated. 
There was a bit less cleaning needed here but it went together 
easily enough. Three of the pieces were just spikes and an- 
tenna that were easy to put on. The other two parts are its arms 
and you ran rotate them into pretty much any position that you 
like in the shoulder joint. There is a little notch on the inside of 
the arm and shoulder where they will fit together perfectly but 
this can easily be removed to allow for rotation of the arms. 
It’s not like the arms are in a bad position to begin with but you 
can adjust as you like. I like the running pose of the whole 
miniature and it shows a lot of animation. 


I’m very glad that I waited for them. They are a cool bunch of 
aliens that stands apart from the rest of the armies in Infinity 
and I can’t wait to see some of the large models in the line. 


Daturazi Witch Soldiers (Chain Rifle, Combi Rifle) 
280602-0066 12,00€ 


To augment the forces above we have two more Witch Sol- 
diers. The first has separate arms with the left holding a ranged 
weapon that fits over his hand and a combat blade in his right 


Daturazi Witch Soldiers 
Comb fil, Gt He 
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hand. I’m a bit concerned about the strength of the blade 
where it meets his hand, but it’s probably too small of an area 
to pin so I’ll just have to be careful and hope for the best. The 
second soldier looks taller and a bit bulkier than the first and is 
carrying two visible close combat weapons. One is an axe that 
is held in the right hand. It attaches at the shoulder of the 
model and you do have some freedom in regards to the range 
of motion of the arm and can position it at a couple of different 
angles. The left hand holds more of a dagger-like weapon and 
it’s held behind the back of the model. The hand connects eas- 
ily at the wrist to the arm of the figure. Both of these figures 
are good matches for the one in the box set but each is also in 
its own pose. Two good additions to my new Combined Army 
force. 


Alguacil 
280513-0067 7,00 € 


This model is another nice addition to the Nomad army. She 
comes in three pieces not counting the round plastic slotta base. 
One piece is the heavy machine gun that she casually carries in 
her right hand; it also has attached to it her right arm. The sec- 
ond piece is her right arm, and the final piece is her torso. Her 
right arm is lifted with her finger curling as if to invite some- 
one to come in her direction (who knows if it is a friend or foe). 
As is common with figures from Infinity, this figure is very 
nicely proportioned, and even with the thin legs and arms, the 
metal is nice and rigid. Both attach to the torso at the shoulder 
with small ball and socket joints. 
The left arm is small enough that 
the joint should be secure enough, 
but the right arm, with that big ole’ 
pea shooter it’s holding might be 
another story. The mold lines are 
barely even visible, and there are 
only a few metal spurs on her that 
need to be removed. She is wear 
ing the normal gear seen on the Fj 
Nomad army soldiers, and the de- 
tail is not only very well done, bu 
they all are very distinctive and 
sharp. This is a very nicely H 


sculpted model. 


Aquila Guard 

280214-0069 7,00 € 

Okay, this is a seriously cool model, and he is a new addition to 
the PanOceania army. This guy comes in a total of five pieces, 
the two smallest being the two antenna blades that attach to his 
helmet. Two more are his arms with the weapons the each are 
holding (one being an HMG, and the other being a shock close 
combat weapon that looks something like a cattle prod). I 
think this guy is very cool looking, if not practical, with a 
comic book hero look to him. His billowing cloak covers 
much of his heavy armor making him look like Iron Man in 
disguise. Both arms attach at the shoulders with larger than 
normal ball in socket joints so the joints are pretty solid. The 
antenna blades are a bit delicate, but if you collect Infinity 
models, these are not new to you. He doesn’t have any balance 
issues, and the mold lines where fairly slight. There are a few 
spurs that need to be cleaned off, but nothing serious. This is a 
model that I am very happy is in the PanOceania army as I plan 
on fielding it as soon as possible. 


Der Morlock Gruppe 

280514-0073 12,00 € 

This blister comes with two models for the Nomad Army, one 
armed with a Combi Rifle (and a very deadly looking double 
bladed sword) and the other is armed with a Chain Rifle. I may 
have said this before, but these models make me want to say it 


again, the Nomad army sure wins the award for the coolest 
looking models in my book. The first of the two models is 
female and she comes in four pieces. One of the pieces is the 
Combi riffle, but I think it may be supplied as a courtesy as I 
think it would take away from the model to actually stick it on 
her somewhere. The next two pieces are her arms, one of 
which is carrying that wicked looking sword of hers. The arms 
attach at the shoulders with small ball in socket joints which 
definitely helps in assembly. I was not able to find any mold 
lines, though each of the pieces has a few easy to remove metal 
spurs. The second model comes in only two pieces and again 
the pieces go together nicely with a ball in socket joint to help 
you out, this time however the weapon is a two handed heavy 
looking gun so it attaches to the torso at its left shoulder and 
right wrist so the two contact points make it even more solid. 
Both models come with round plastic slotta bases and they are 
both well balanced. The only possible weak point on either 
model would have to be where the right arm of the first model 
attaches. Since she is hoisting a rather long weapon the sticks 
out behind her as well as in front of her, I can see this being a 
pieces that might break off if roughly handled. I guess that is 
the price of having a cool looking model. 


Tuareg 

280413-0074 7,00 € 
Tuareg is one of the latest models to come out for the game of 
Infinity and she makes her money being a sniper for the 
Haqqislam army. You may not be able to definitively deter- 
mine that this model is female from the picture, but that is be- 
cause the manly sized sniper riffle she is holding. It turns out 
that she is holding it in such a way that not only makes me 
think she is about to ruin some poor soldiers day, but it is cov- 
ering up the part of the model that would allow you to figure its 
gender. That is not to say that this deadly lady is not feminine, 
even a casual glance at her face or “other” views of the model 
will also convince you it’s a “she”. The model comes in three 
pieces, one of them being the rifle (which by the way if stood 
up next to her will be almost as tall as she is), the second piece 
is rather small as it is her right arm from the shoulder to the 
wrist. The third piece is of course her torso. My first thought 
when seeing this model was that this lady might have done 
better as a model rather than a sniper, but then I realized that 
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Tuareg 


Hagaislom SR 


she may indeed be a good shot too, so I better keep my opin- 
ions to myself. The round plastic slotta base that comes with 
her is more than sufficient to keep her upright, and there are no 
points on her that I would call fragile or easily damaged. The 
mold lines on her are somewhere between none and barely no- 
ticeably, but there are a few spurs of excess metal that need to 
be cleaned off. The detail on her is well done and very sharp 
and distinct as is the norm for Infinity models. This is a very 
nice model that I will be sorry to kill on the battlefield. 


Reviews by Mark Theurer and Clay Richmond 


03150 Siobhana, Vampire Noble $6.99 
Sculpted by J. Grace 


The label above would lead one to believe that there is one 
model in this blister but in fact there are three. Siobhana, a 
man-bat servant and a broken statue. Siobhana is a female 
vampire (vampiress?) that is wearing a long tight dress that 
expands onto the floor in a spider web kind of formation and 
has a daring neckline (more of a chest-line) that shows off her 
ample bosoms. She is holding a chalice in her left hand, pre- 
sumably filled with blood, and has no other equipment, weap- 
ons or armor. The face is very well done and the only mold 
line that I could find was faint and only on the right side of the 
model. There's really nothing that screams out "vampire" with 


9} the model so she would also make a good aristocratic female 


for use in a diorama or as an npc. 


Her servant is hunched over with his wings up tight against his 


Queen of the Jungle 


Sculpted by Gene Van Horne 
30001 $24.99 
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Belladonna U.S. Serviceman 


body. He is muscled but not overly so and would make a good, 
albeit a bit small, gargoyle if you wanted to use him that way. 
maybe even a were-bat too. He definitely has an animalistic 
quality. There were some more, and a tiny bit more prominent, 
mold lines on the figure but he cleaned up easily enough. 


The broken statue is a relatively tall, about the height of a per- 
son, cylinder with an angel on top. One wing of the angel has 
broken off and sits at the base of the model. The base is 
cracked and appears aged. I didn't need to clean anything on 
this part of the trio. 


This blister contains good pieces that are obviously designed to 
go together as I'm sure the statue is somehow symbolic of Sio- 
bhana's fall into her current vampiric state and the man-bat is 
her servant. Additionally, each piece could also be used on 
their own in different encounters. 


03153 Bongani, Savage King $19.99 
Sculpted by Bob Olley 


Five pieces make up this blister of the primitive ruler of what I 
expect is an island or tropical locale. The base of the model 
holds the skin banner/tapestry in three pegs that look like 
trimmed tree trunks. The banner fits easily into holes in the 
trunks and a bull's skull fits on top of the banner. It is adorned 
with several human skulls and probably isn't the thing you want 
to see when encountering a native tribe in the jungle. The 


Get more time to play 


throne is made up of two pieces, the king on his stone seat and 
a back to his throne that is a carving of a face that you might 
find on a ceremonial mask. There are four large tusks jutting 
out from the sides of the back of the chair. Mine became a bit 
bent in the package but were easily straightened out. The king 
sits with a stern look on his face, surely ready to tell his follow- 
ers to throw the intruders that have disturbed him into the cook- 
ing pot. I can imagine a text bubble over his head reading, 
"Unga bunga bunga!" The muscles on his arms and legs are 
defined but a large pot belly means that he's more of an eater 
than a fighter. 


All of the parts had visible, but thin and manageable, mold 
lines and there was a bit of flash here and there. It would be 
most usable either as part of a diorama or as a focal point of an 
encounter but it's not something that you're really goign to be 
moving around on the table during a fight. To do that you'd 
have needed the king as a separate model from the throne and 
also a foot version of the model. It would fit into most fantasy 
games, especially if you're running encounters in tropical areas 
with pirates, pygmies and other natives. Also, it would be very 
well received in a pulp era game where adventurers discover a 
hidden society, of cannibals, while fighting Nazis. 


03154 Lorelei, Dryad $3.99 
Sculpted by Patrick Keith 


Lorelei is a one piece, solid cast 
model complete with an inte- 
grated metal base. The base is 
rather small, so she is fairly easy 
to knock over; in fact I had to 
bend the base slightly so that she 
would stand by herself at all. She 
is obviously a good candidate to 
have rebased for stability. The 
sculpt is very nicely detailed, and 
very cleverly done. She is not 
wearing any clothes, but instead, 
she is adorned with vines and 
foliage that happens to fall in all 
the right places so that she can be 
socially acceptable for all ages. Her features are sharp and 
distinctive, making her a high quality model in my estimation. 
I was unable to find even a hint of a mold line, but seeing that 
she has irregular vines and leave all over her, I guess that is not 
much of a surprise. As for flash, she was nearly free of that as 
well, I think it took me all of ten seconds to prep her and have 
her ready for painting. This is a very nice model. 


03155 Vandora Waverunner, Female Pirate $3.99 
Sculpted by Bob Ridolfi 


This is another single piece solid cast model that will be quick 
and easy to prep for painting. She too has her very own at- 
tached metal base, and it’s big enough to make her a nice and 
stable model. Vandora, is a lady pirate with a mission, in fact 
her mission probably has something to do with the unfurled 


map she is holding in her 
left hand. The detail on this 
model is pretty amazing, 
and its figures like this that 
make me marvel at how far 
casting technology has im- 
proved over the years. If 
you are wondering what I 
am talking about, check out 
this model’s face under a 
magnifying glass, and you 
will get the point. She has 
only slight mold lines under 
her arms and on her sword; 
and she had no flash or 
other spurious metal to 
speak of. Seeing that she is 
holding the map like she is, 
I’m thinking that a very 
good detail painter will 
have a blast with this model. I personally think that this model 
would be a good choice for anyone looking for a model to paint 
to enter into a contest. 


03156 Turuk Stronghull, Minotaur Pirate $16.99 
Sculpted by Jason Weibe 


Just four parts make up this model of a fierce minotaur pirate, 
something that you don't see every day but something that 
would be a nice addition to an encounter with a group of 
scurvy dogs. The bulk of the model is the main body. Turuk is 


wearing pretty much what you'd expect for a pirate in terms of 
clothes. His legs and hooves are covered by long boots. You'd 
expect this style of boots on a pirate but they first looked out of 
place to me on this figure, but the more I look at it the more 
they are in place. His right arm holds a massive sword that has 
a bell tied to it that will clang away as he's tearing up his ene- 
mies. His left hand holds a tri-barrelled pistol in a firing posi- 
tion. I understand wanting to give him a unique weapon (and 
that's something that could be integrated into an encounter with 
Turuk) but I think that I would have preferred a regular looking 
pistol myself. The head of the model is great. He's wearing an 
eye-patch as you might expect and has one broken horn. He 
wears a typical pirate hat and is baring his teeth. The mold 
lines were pretty visible on each piece and required several 
minutes of cleaning to take care of all of them. None were 
thick enough to result in the figure looking "off" but the clean- 
ing time was more than I'm used to with Reaper figures. There 
was no flash to clean, however, and the parts all went together 
easily with no need for any putty work. You could pin the 
arms and head if you like, but I don't think it's really needed as 
there is a lot of surface area for your super-glue to fix the two 
parts together. I think that he would do very well as a first 
mate to the Ilithid Pirate Captain that I got a look at last is- 
sue. Gives me ideas for a great waterborne encounter for my 
D&D group. 


03159 Aeslin, % Elf Wizardess $5.49 
Sculpted by Sandra Garrity 


Aeslin, is a single piece 
solid cast model with a 
fairly large attached 
metal base. The Reaper 
web site gives her a little 
bit more of a name and 
calls her “Aeslin Moon- 
flower, Half Elf Sorcer- 
ess”. She has a little bit 
more weight to her that 
other models her size 
because of the volumi- 
nous robes she is wear- 
ing which also happens 
to make her a very stable 
model. Although she 
doesn’t really have any 
weak points, the top sec- 
tion of the staff she is holding is easy to bend so you may have 
to do a bit of straightening when it comes out of the blister. 
For a half-elf she is rather tall (and well endowed) so it would 
not be hard to pass her off as a human. There is a lot of really 
great detail in her face and hair, and I think her hands are at 
least a couple cuts above the average in detail and proportion. 
Another cool piece of detail is the unicorn head figure mounted 
on the top of her staff. There were no mold lines on her and 
only one or two easy to remove metal spurs, another model 
easy to get ready for painting. This is a great model for anyone 
looking for a player character wizardess or sorceress, either 2 


elf or human, and maybe even a full elf. 


03160 Krass Omenthrall $5.49 
Sculpted by Sandra Garrity 


Okay, here is a model should be a chi 
playing game. This guy is a thre 
as normal for Dark Heaven models, it has an attached metal 
base. He is pretty thick, so there are not only no weak points 
on him, but he is very sturdy and stable as well. Two of the 
three pieces are his arms, and they both attach under the shoul- 
der pads with significant ball in socket joints. The location of 
the joints hides them quite nicely, and the type and size of the 
joint make them super solid. The two arms come attached on a 
common sprue, so that is the only real clip and clean work that 
you will need to 
do, as the rest of 
the model is almost 
completely free of 
mold lines and 
flash. This guy has 
a bit of an evil look 
to him with sharp 
spikes on him and 


ter in your role- 
solid cast model, and 
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Warrior” to his name), but not so much so that he couldn’t pass 
for a good guy (okay, a good paladin might be pushing it). His 
stance and armor are just perfect for a player character sneak- 
ing through the hallways of some deep dark dungeon. I really 
like this model and I just have to find a way to use him... and 
soon. 


14334 Archer, Elf Warlord $7.99 
Sculpted by Bobby Jackson 


This model comes in four pi one of which is the main 
torso, another being primarily his 
are his fore: 
arms with the 
items they 
hold. He also 
comes with a 
square plastic 
slotta base 
and a Warlord 
data card. 
The — sculptor 
has definitely 
done a_ fine 
job an accent- 
ing the Elven 
features on 
this model, 
and the flow- 


a skull emblazed 
on his loin plate 
(and the Reaper 
web site does in 
fact add “Evil 

Pp = = 

A 

i 

N 

it 

E 

5 

a n 

Y 

M 

A 

4 

i) 

N 

"HASSLEFRIESIAN' 


NEWS 


‘LIBERTEE" 


We have finally moved!! 


Hasslefree Central is now our garage whilst we try and find industrial premises and although a bit chilly 
it is still warmer and bigger than the old shed! A few unexpected delays like no broadband for a month 
and no school for the kids for 3 weeks slowed us down a bit but we are fighting back to our old busy selves. 


This months releases see a 28mm version of our popular Hoplite female ‘Artemis’, some new adventurers including 
Amoy with a rocket launcher and a new fantasy younster 'Albert' from Kev alongside some new dwarves from 
Richard Ansell. Also we have three cultists plus a girl with Cthulhu doll as the first releases from Michael Brand. 


Keep an eye on the Forum of Doom ( http://heresyminiatures.com/forumofdoom/index.php ) for release dates 
and prices. Also up in about three weeks will be the images of the April releases ...lots more goodies including 
a white metal version of the Barbarian Queen Libby on Sabre-tooth tigress, an elderly regal zombie-hunter 
with shotgun, a gorgeous running shetland pony from Richard Ansell, some nice gobbos from John Pickford and 
some more loonies from Michael Brand. 


Thanks for reading and don't forget to check out the cool images 


tucked away in this wonderful publication! 


So! y @ 


www.hasslefreeminiatures.co.uk 
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ing split cloak is a pretty neat touch. At first I thought that a 
piece was missing on this model because I didn’t see the upper 
part of his right arm anywhere. Turns out, it is actually at- 
tached to the cloak piece and it helps guide the cloak piece into 
position and helps to make for an extremely solid joint. The 
forearms then fit onto the model near the elbows of each arm 
with nice ball in socket joints. All in all, this is a nicely engi- 
neered model with only minor mold lines and a couple specks 
of flash. The detail on the figure is also outstanding and his 
balance and durability are all great. He is holding three arrows 
in his right hand, and even these are rigid enough that I did not 
have to do any straightening. Outside the game of Warlord, 
this would make an exceptional character model for an Elven 
archer (fighter, ranger or otherwise). 


14335 Sielendria, Merc Mage $4.49 
Sculpted by Gene Van Horne 


Sielendria is a two piece 
solid cast model. She also 
comes with a square plastic 
slotta base and a Warlord 
data card. I call this little 
lady the Elven Rapunzel. 
Although she is not spe- 
cifically called out as an 
elf on the blister or on her 
data card, her pointed ears 
sticking through her hair is 
a good indicator. Now the 
Reaper web site calls her a 
“Sister of the Blade” Mage 
rather than a Mere Mage, 
but I was unable to figure 
out what, if anything, that means. Her hair is what really 
makes the name fitting; in fact the second of her two pieces is 
nothing more than the bundled thick ponytail that reaches 
nearly to the ground. She is nearly completely free of mold 
lines and flash with the exception of a small post that supports 
the tip of her scabbard that needs to be cut away and cleaned 
off. She has no real weak points and she is well balanced so 
there are no problems there either. There is however one small 
problem, and that is her tab base is larger than the slot in the 
slotta base. It’s not really that much of an issue, but it does 
mean that you will have to do a little work trimming down the 
tab to get it to fit. This would be a good figure for an Elvin 
magic user of some sort in any sort of fantasy role-playing 
game. 


14337 Thunganir, Dark Dwarf Captain $5.49 
Sculpted by John Manor 


This little guy is one of the more unique looking dwarf models 
I’ve seen. He comes in two pieces, one of the pieces being his 
two handed heavy mace, and the second piece is the rest of 
him. The mace, which has both of his hands attached to it, 
connects to the main model at the wrists in a couple of signifi- 
cantly sized ball in socket joints, so I think you won’t have any 


problems with this 
piece falling off. Of 
the tings that makes 
Thunganir a bit dif- 
ferent, his pirate like 
hair and his spiked 
eye patch stand out, 
but it’s the ridged 
skeletal backbone 
on his armor that 
ends in wicked 
spike that really 
takes the prize. I 
really think that this little tank is wearing at least twice his 
body weight in armor, even his platform armored boots look 
like they could kick there way through a castle wall. The 
model also comes with a square plastic slotta base and a War- 
lord data card. There is little to no mold lines or flash any- 
where on him and he is of course more than a little stout so the 
model should be well able to handle a bit of abuse. This is an 
excellent dwarf model, and well suited to serve as a model as a 
character in a other games beyond Warlord. 


14339 Marda of the Blade, Merc Sergeant $4.49 
Sculpted by Bobby Jackson 


Marda is a two 
piece solid cast 
model complete 
with a square 
plastic slotta base 
and a Warlord 
data card. The 
second piece is 
nothing more that 
her scabbard, so 
if you chose not 
to use it you 
would be _ per- 
fectly free to do 
so. The scabbard 
actually come 
attached to the 
base tab and extends up to support the blade of her knife, so it 
does a secondary purpose. In her right hand Marda carries one 
heck of huge chuck of metal that can serve as a sword or in a 
pinch, a ships anchor. And since that monster is obviously not 
enough, she has a long dagger in her other hand. There are 
only a few slight mold lines on her legs, and a few hints of 
flash here and there so she in another easy model to prep for 
painting, the hardest part of course being the removal and 
cleanup of the scabbard. The slenderest part of the model 
would have to be the blade of the dagger, but even here there is 
plenty of rigidity so she won’t be easily damaged. This model 
would do very well as a female barbarian in just about any 
game. 


14340 Samantha, Mere Warlord $4.49 
Sculpted by Jeff Grace 


This model is 
another good 
example of 
the quality of 
detail you 
will find in 
Warlord mod- 
els. She is a 
two piece 
solid cast 
model most 
all of her be- 
ing the first 
piece, and 
then her right 
are being the second. The arm comes attached to the base tab, 
so you will need to trim and clean it up before gluing it into 
place at the right shoulder. She of course also comes with a 
square plastic slotta base and a Warlord data card. The joint is 
only a flat face to face joint, but the arm is small enough that it 
should be adequate. Although I would not normally consider 
this model to have any weak points, he swords did come with a 
noticeable bend to it probably due to the way it was positioned 
in the blister. But no matter, it was nothing that couldn’t be 
fixed quick and easily. Besides the trimming needed on the left 
arm, and a small metal spur at the sword tip, this model is very 
clean with sharp and distinctive features. Her ornate armor is 
definitely a cut above the average and in my estimation makes 
her an excellent candidate for a female paladin role. 


Reviews by Mark Theurer and Clay Richmond 


THUNDERBOLT 
MOUNTAIN 


8210, 8211, 8212 High Elf Archer (3 poses) $3.00 each 
Sculpted by Tom Meier 


The Thunderbolt Mountain Fan- 
tasy range continues to be the 
benchmark against which other 
figures can be judged for propor- 
tion, anatomy and detail. Tom’s 
ability to put so much fine detail 
onto his figures is nothing short 
of astounding. Sculpting and cast- 
ing quality are the very highest as 
expected from this company. 


These archers can be purchased 
singly, in packs of 6 of the same 
variant ($18.00) or in a mixed 


pack of 20 ($30.00) which is a great 
way of building up units. 


The figures are 32mm high (top of 
base to top of head). The 3 figures 
are wearing different styles of ar- 
mour and clothing. One in a long 
Chainmail surcoat with be a leather 
(or cloth) tabard, one in Chainmail 
under a scale mail vest while the 
third is in only the scale mail vest. 
They have loose fitting long robes 
and cloak. They each have a differ- 
ent style of feather plumed helmet. 
The metal used is quite soft so 
plumes can be bent enough to give 
variety to each figure in a unit with- 
out risking them breaking. 


3 wonderful figures that live up to 
the very high standards expected 
from Thunderbolt Mountain. 


Reviews by Rob Hooper 


8520 Goblin Command $11.00 
Sculpted by Tom Meier 


In this 3-figure set we see three 
gobos that make up part of a goblin 
command group. There are two that 
go together to form a rather unique 
drummer and a slightly larger one 
that carries a standard. Right off the bat there are two things 
that you’ll notice about these goblins: 

1) They are not cartoonish at all. 

2) They are not scrawny runts either. 


These are some brutes. Yes, they are still goblins but they are 
goblins that you'll see from any of the really big miniature 
companies. They are visibly fat, but still with powerful mus- 
cles and quite feral looking. These are some nasty guys. 


The drummer duo is comprised of a hunched over goblin that 
carries a large drum that is covered, as Mr. Meier has stated on 
the Thunderbolt Mountain website, in dwarf skin because it 
produces a nice tone and is almost as resilient as the skin of a 
troll. The whole darn skin was used! You can see his legs, 
arms, and even head, all minus bones of course but it’s not at 
all some little goblin with a drum. It’s a disturbing bit of busi- 
ness that adds a lot of flavor to the group. He, the goblin, has a 
rather grumpy look on his face and doesn’t look all that pleased 
with his current job. The drummer carries two bones to be 
used as drumsticks and he looks just plain mad. He’s scream- 
ing and revealing lots of jagged teeth. His muscles are defined 
and has long, stringy hair. 


The standard bearer comes in three pieces, two of which are 
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attached to a metal tab. He wears a long fur cape that still has 
the claws of the beast it came from on it. The front legs of 
whatever it was, probably a bear or a large wolf judging from 
the part of the beast’s head that’s used as a hood, are used to tie 
the cape around his neck. He’s got quite a big gut and his ban- 
ner pole gives you a good idea as to what he’s been snacking 
on. The pole is decorated with several skulls in varying de- 
grees of decay. Two are probably orc or other goblins and then 
a few men and finally what looks like an elf head. It’s grue- 
some like the drum’s skin and even has a bird picking off 
pieces to eat from the skulls. The other piece is a large club 
that fits into his right hand. There were a few mold lines here 
and there but nothing too bad and the set cleans up quickly. A 
regiment of these kinds of goblins would give you real reason 
for pause if you were the opposing unit that was just about to 
run into them. These are excellent figures with superb detail 
and a great unique appearance. 


Reviews by Mark Theurer 
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Three Musketeers Range £2.50 per pack of 3 characters 
Sculpted by Martin Baker 


This is a great range of 39 figures in 13 packs. All the main 
characters from the Dumas stories are featured, Athos, Porthos, 


Aramis and D’Artagnan as well as Rochefort and Richelieu. 
Plus a supporting cast of Gentlemen Fencers, Musketeers, Car- 
dinals Guard and various henchmen, thugs and villains. 


The sculpting is very much “Old School” style, very carica- 
tured with large heads and chunky proportions but this does not 
detract from the level of detail that has been sculpted. Each of 
the dozen or so styles of clothing is accurately represented with 
turnbacks, buttons and buckles. There are at least 8 different 
styles of shoe/boot evident on the figures and each one has a 
different face. There are 4 female figures in the range. 


The Figures stand 28mm from base top to top of head, I do not 
think they would match in well with similar figures from other 
manufacturers (Redoubt or Eureka), but as the range is com- 
plete this should not be a problem. Black Hat have already an- 
nounced that there will be other figures including Mounted 
models to be released so the variety will continue to grow. 


Casting quality is good, with very little evidence of flash and 
no mould fill or slip problems. The only negative about these 
models is the poor swords, which are too short and too thick 
(but replacing them with wire pins is very easy). Overall they 
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are highly recommended for use with games such as Gloire 
(reviewed elsewhere in this issue). 


Reviews by Rob Hooper 


MR-6 Minotaur with Spiked club £ 3.99 
Sculpted by Bob Olley 


For the price this is a pretty nice sized and 
nice looking, chuck of metal. Standing 
almost two and a quarter inches tall, this 
model is solid cast metal and comes in 
three pieces. Its base is also metal and is 
an integrated part of the model. The arms 
of this big fellow come detached form the 
main torso, accounting for all three of the 
pieces. Speaking of the arms, they attach at the shoulders with 
a couple of the most significant pre-molded pins I have ever 
seen. In fact when I first got this model, I was able to assemble 
the model and have it stand alone without any glue or anything. 
Of course it wouldn’t have taken much to knock it apart, but 
still, how many models of this kind can you say that about? 
Another surprising thing about a model this size is the lack of 


mold lines and 
flash, what little I 
could find was 
extremely easy to 
remove. Obvi- 
ously there are no 
weak spots on this 
meaty dude, nor 
does he have any 
balance __ issues. 
What it does 
have, is plenty of 
detail that jumps 
out at you. For its 
size and quality, I 
think this guy gets 
the award for the 
deal of the month. The best part is that if you like this 
model, there are another five in the same line that are 
similar only armed differently. 


TL-2 Mountain Troll £ 11.99 
Sculpted by Bob Olley 


Here is another sizable model from Olley’s Armies. 
This one stand 2 %” tall and comes in two pieces. The 
smaller of the two pieces is his right arm and the large 
beaten up sword it hoists. The second piece is of course 
the rest of him and it also has attached to it the metal 
base. The base is not overly large, so I can see this guy 
toppling over without much of a push. Since a model 
this size is likely to do bad things to a normal sized 
model if it were to fall on top of it, I think I would prefer 
to go ahead and mount this figure on a secondary base. 
The detached arm fits very nicely into the shoulder and 
it actually also connects into the cape, so it makes for a great 
joint. In fact this is another case where it will stand assembled 
without glue if you are gentle. I personally really like the detail 
on this guy. He has a vari- 
ety of bones decorating 
him, wearing collection of 
tattered and poorly cured 
fur and animal skins, and 
has a leather bag full of 
who knows what over his 
shoulder. The casting is 
excellent since I can find 
no mold lines or flash on 
him at all, even the bottom 
of the base was far cleaner 
than normal. This is an 
excellent model, and I sure 
would like to see more 
come out in this line. 


Dwset3 Dwarf World, Set 3 £9.99 
Sculpted by Bob Olley 


This third set of dwarf townsfolk comes with two females and 
three males, all dwarves as the set’s name would imply. All 
come with tabs that fit into a standard slotta-base. Going from 
left to right, we start off with a rather stern looking female 
that’s carrying a load of wash under one arm and a rag or towel 
in the other hand. The next two go together to makes a small 
diorama of their own. The male, pretty obviously drunk and 
carrying a tankard that he’s spilling (nice added detail of the 
brew spilling over the side of the tankard) was probably saying 


something rude to the young woman that’s pulling on his 
beard. I bet it was something like, “Hey baby, wanna make it 
with a real dwarf?” She is carrying a handbag in her left hand 
and you can be that she’s going to smack him alongside the 
head with it pretty soon. The male could be used on his own as 
an adventurer and he could be rubbing his chin, trying to think 
about or remember something important that his is being ob- 
scured by the large amount of alcohol that he’s recently taken 
in. Next is a dwarf that has a bit more of an adventurer’s look 
to him than the previous three, but he’s drinking from a tankard 
of his own, but without any spillage. There are no weapons on 
the model but he could pass for a dwarf warrior that’s preoccu- 
pied with drinking, yeah I know that’s a big stretch. Last is the 


most useable as an adventurer player-character model. He’s a 
woodsman (woodsdwarf?) that carries a hand axe in his left 
hand and a large tree limb over his right shoulder. A feather in 
his cap and a pipe in his mouth are nice added details to this 
figure. All five of these fit in perfectly with Bob’s other 
dwarves in his Dwarf World line and those that he’s done for 
Reaper Miniatures. Additionally, they would look great next to 
a bunch of the human villagers from Reaper to make up a 
whole fantasy village diorama. All five of these had clean, 
crisp detail and very few mold lines. Those that were visible 
were quite faint and easily cleaned up. The only flash that I 
found was down on the pegs that slide into the slotta-bases. 


Reviews by Clay Richmond and Mark Theurer 
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A023 Ken, Zombie Killer Cop 
Sculpted by Kev White £3.50 


of the Dead? The cop that finds 
himself killing zombies in a 
world gone mad. This isn't 
him. Ok, it's a tall black cop 
that's out to separate the heads | 
of zombies from the rest of their | 
body, but it's not Kenneth the 
cop from the movie :) 


Ken is walking forward with 
both arms missing from the 
body of the model. Not a bit of flash or a mold line found on 
the body. There are several extra bits of detail on the model 
that really bring out the police officer in the model. On his belt 
is a can of mace, a pistol, a radio, a handcuff pouch, and sev- 
eral ammo clips. On his shoulders are patches that can be de- 
tailed with whatever PD emblem you like. The only other 
thing I'd liked to have seen is a badge on his chest, but maybe 
I've become spoiled with all of the other details that are on the 
model that I don't have to paint in myself. For weapons you 
get two options. The first is of Ken holding a shotgun with 
both hands. There's a bit of cleaning to do here as you need to 
remove it from a metal tab but it's free of mold lines. The other 
option is Ken holding a flashlight and pistol, carefully advanc- 
ing in a darkened area. I'm not sure which one I'll be going with 
and I might have to pick up another copy just to have both op- 
tions available for use. Ken's arms are well muscled but not 
overly so. He's a regular guy that's in a bad place, not a super 
hero. He's perfect for any modern game and could even be part 
of a security force in a near-future game. I plan on using him 
along side my Big City PD from Tactical Miniatures 
(www.tacticalminiatures.com). 


HFA024 Amoy (b) 
Sculpted by Kev White £3.50 


The last time we saw Amoy she was carrying a skateboard and 
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sword and looking for trouble. Now, in this alternate version, 
her sword arm has been repositioned to have her hand stuffed 
in her jacket pocket and her right arm has been removed from 
the body. You get two weapon options here. The first is a pis- 
tol held out in front of her pointed at her target in a somewhat 
nonchalant fashion. The second, and one that I'm going with, 
is a rocket launcher! I'll be using her as another Ronin Brick in 
my APAC army for Rezolution. As if it's not bad enough that I 
have schoolgirl assassins (both from the Rezolution 
and Hasslefree lines of figures) taking down the en- 
emy I'll now have another little girl taking them 
apart. There were a few mold lines to clean up on the 
model but nothing out of hand and assembly was very 
easy. She's just as cleanly detailed as the original 
since she's mostly the original. I love the alternate 
sculpts that Kev does and it's all the better since I can 
use her in one of my existing armies. 


HFHO035 Limited Edition Resin Barbarian Queen 
Libby on Sabertooth Tigress 
Sculpted by Key White £12.00 


Kev White has made figures based off of his kids and 
wife in the past but this one is a bit (actually quite a 
bit) grander than the others. It's of his wife Sally, al- 
ready immortalized as Libby, but this time she's not 
running around in on the beach or in powered armor 
but astride a rather large saber tooth tigress and ready 
to wade into battle at the head of a barbarian army. 


There are three main parts to the model; the base, 
Libby, and the tigress. The base is a large round dis- 
play base (the same style as used with Warjacks in’ 


Warmachine) that has been built up with several large iN oh 


rocks. There are four small holes in the rocks where |) 
the feet of the tigress will fit perfectly with no widen- 
ing of the holes needed. The base is quite nice and I 
hope that Hasslefree stocks them (and some more vari- 
ants too) separately because they'd be of great use in 
games like Warmachine and Hordes. Ok, on to the 
tigress. There are four pieces here (right half, left half, 
tail, and head) and there were only two small places 
that needed any cleaning at all. One was a small bit 


on one inner leg that actually came off when I rubbed it with 
my thumb so no knife needed. The other was where the head 
fits onto the rest of the beast. When cleaning resin you'll want 
to be extra careful and take your time so you don't mar the 
model or dig into your finger with your hobby blade. Very 
slow scraping will get you there. All of the parts fit together 
perfectly with no visible seams and there was no need for any 
putty work. Libby herself is a great sculpt with outstandingly 
clean features and no defects at all. The only mold line to be 
found was on the underside of her saddle and the only trim- 
ming that was needed was at the ends of her boots. She is 
wearing next to nothing and doesn't leave much to the imagina- 
tion, but just enough to keep Kev from being killed in his sleep 
by his wife. There's a lot of flesh to paint on Libby and that 
scares me a bit as I'm kind of a hack when it comes to doing 
skin. I'll have to really take my time here but I expect it will be 
worth it in the end. Her right arm and the wings for her helmet 
are separate pieces that come on a smaller sprue. Be very care- 
ful when removing the wings from the sprue so as not to dam- 
age them. The only issue with attaching them to the helmet is 
making sure you get them both at the same angle. Her right 
arm, carrying a large axe, is on the same sprue as the wings and 
needs the same care in removal. It attaches to her arm where 


she is wearing an arm brace so there is no seam to be seen 


HFH035 (LIM) 
Barbarian Queen 
Libby / sabre-tooth 
tigress 
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here. The shaft of the axe is the only possible weak point on 
the model. If it was metal it could bend, but being resin it can 
break off. Just don't pitch the model around and it should be 
fine but if it does break I think that a small length of thin metal 
rod will be able to fix it. I'll plan more on being careful than 
having to worry about fixing it. 


This is a truly gorgeous model that I'm very glad to have. If1 
still had my Sons of Kronos army for Chronopia she would be 
heading it up in an instant. Seeing that I don't she will be lead- 
ing a warband into a future battle report using the ARES rules 
from Majestic-12 Games (www.mjl2games.com). If you've 
not yet picked up one of these limited edition figures (there are 
only 46 remaining as of the Ist of MAR when I write this) it's 
well worth the price even if you don't have a fantasy barbarian 
army to drop her in. If you're not able to get one of the resin 
ones the metal version will be available soon. 


HFH037 Albert 
Sculpted by Kev White £2.00 


Outstanding, another kiddo from Hasslefree. While most of the 
recent juveniles have been modern in nature, we're back to fan- 
tasy with Alfred. This one is similar to the boy that carries a 
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Wearing his dads helmet 
and carrying a morning star 


wooden sword but Alfred carries a morning star and is wearing 
a helmet. Both are two big for him to use properly and that 
lends some charm to the model. He's off to fight in the war, or 
at least pretend, while Dad is taking a nap. No flash, no mold 
line, no nuthin'! Just perfectly ready to base, prime and 
paint. The helmet and weapon are very nice but the face has 
got to be the best part of the model for me. He has big cheeks 
and a kid's innocent smile. Just a wonderful miniature. 


HFW100-102 Cultists 
Sculpted by Michael Brand £2.50 each 


‘= Here we have three 
dangerous elder god 
worshiping bad guys 
that need to be shot 
post haste. All three 
are wearing hooded 
robes and one is stand- 
ing with arms crossed, 
standing at attention 
watching whatever 
dark ceremony is tak- 
ing place. There was a 
faint mold line towards 
the bottom of his robe 
but nothing that could- 
n't easily be cleaned 
up. The second is 
holding a bowl above 
her head that either 


HFW101 
Cultist # 2 


FW102 
Cultist # 3 


HFW100 contains fire or some 
Cultist # 1 kind of spell ef- 
fect. She (given away 
by the rounded 
mounds beneath her 


© robe on her chest) is 

taller than the first guy 

and also a_ bit 

thicker. A bit more 
‘ cleaning needed on her 
with some tiny bits of 
flash on the inside of 
her hands and a faint 
mold line on the under- 
side of the bowl and 
along one side of her 
robe. The last is shirt- 
less, but still wearing a hood and bottom half of his robe. He 
carries a large knife in his right hand and a freshly cut out heart 
is raised in his left. Surely part of some poor victim that just 
had it ripped from their chest. He was the cleanest of the three 
with no cleaning needed. These are an excellent start to a lar- 
ger group of cultists but I think that one or two more "regular" 
ones would be great additions. 


Sculpted by Michael Brand 


HFW103 Lunatic with Knife 
Sculpted by Michael Brand £2.00 


Well, we had a fireman in his unides a while back and now I 
find a lunatic in his tighty-whities brandishing a large butcher's 
knife. This one-piece model is standing erect with arms out in 
different directions and a very strange, perfect for a lunatic 
actually, look on his face. The face is really nicely done but 
the hands could be a bit sharper. The back, shoulders, and 
protruding belly are really nicely done. The figure is good, but 
it's not done by Kev and I can tell. I still like it, though, and 


plan to use it in 
games of Be- 
trayal at House 
on the Hill and 
he'll also make a 
good minor op- 
ponent in Call of 
Cthulhu. He 
could also be 
painted up as a 
zombie if you 
like. 


HFW103. Raving Loony with sharp knife 
Sculpted by Michael Brand. 


HFW104 Man in Straightjacket and HFW105 Werewolf 
busting out of the same Straightjacket 

Sculpted by Michael Brand £2.50 for the former and £3.00 
for the latter 


HFW104 Straight-jacketed man 
Sculpted by Michael Brand 


Of the horror figures in Has- 
slefree's new line I like this 
set of two the most. The first figure is of a man that's been 
bound in a straightjacket (for his protection and yours) and he's 
struggling and screaming to get free. The pose is very well 
done as he's arching his back and clearly straining to get 
free. The face is nicely detailed and the straps on the jacket 
have the little holes sculpted where they would fit into the belt 
buckle to hold him wrapped up tight. 


Michael Brand 


The second figure is in two pieces and is much more animated 
because now our poor mental patient has broken free as we find 
he was not crazy (well, maybe not just crazy) but a werewolf. 
He's grown in size by about half and his legs and arms have 
stretched past the limits of his now shredded clothes. The two 
halves fit together perfectly with no need for putty. There's 
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plenty of room to pin the halves together but I don't think it's 
The straps are now flying out as he 
The fur is nicely done with good individual strands of 


ry. 


hair and a very good wolf head. 


imagine putting the fi 
thulhu game when the inv 
alm him down and get him to stop fr 

oaming at the mouth and doubles 


he starts 
replace it with the 
and watch all of them go, "Oh, 
crap!" and get ready for the chaos 
that's about to ensue. Lots of fun 
to be had with thi 


ond figure 


HFW106 Girl with Cthulhu Doll 
Sculpted by Michael Brand £2.00 


ittle girl is a on model 


that it's a doll of Cthulhu should be 
y off-putting to any inv 
that find her wandering 
around. There is a patch on her 


dress which is a nice added detail 


tigato 
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t model on the table in a 
guy and 
king out. Then as 
pain you 


HFW106 Sarah, child with Cthulhu doll 
Sculpted by Michael Brand 
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and the doll is clearly 
when painting. The f 
dards that Kev does (but then again there ar 
but It's still a very good figu 
dress will be 
ists and other horror-inspired figu 


ou are turned off by nu 
's David or the V 


thulhu and it should be easy to pick out 
ils are not quite up to the stan- 
not many that are) 
The folds and ripples on the 


addition to the cult- 


I de 


y to shade and it's a good 


above. 


ulptures like Michelan- 
ilo then you'll probably not like 
s much either and you might 
But, on the 

other hand, if you can appreciate the nude human 
form (no, not table dancers) as a work of art then 


HF306 28mm Artemis 
Sculpted by Kev White £3.50 


Coming in two pieces (her shield is separate) this 
woman carries a short sword raised in her left 
hand and wears a full helmet that reveals just he 
eyes and mouth that is open in what looks like a 
yell. Yes, she's aked! Ok, well maybe not 
100% because she's wearing a helmet and has 
boots on. The shield attaches to her arm easily 
and it has a tab that needs to be carefully removed 


Drop the paint brush, Sir. 
The battle’s s already started! 


Warfare of the near future is coming soon! fe fe: 
Based on the award-winning Starship =< aan —< t 4 
Troopers rules system, Battlefield Tt yy f fe 
Evolution is the 28mm tabletop game | } ft ) ry) ) 
focused on military technology of 2010- { | 
2015, allowing players to deploy cutting- 
edge units of the near future. Battlefield 


Evolution features simple yet tactically 
challenging rules and expert level pre-painted models in every boxed set. Further, players will know exactly 


what models they are buying as this game is sold in a non-collectible format. With each box containing 


the full game rules, Battlefield Evolution can be played immediately upon opening! 


Europcan ReGGndG isk Bike: Drawing from thé'finestielé ments of every nation 
on the contincng the Task Porce éajaysiadiversity unmatched by any other force. You 
so have the option to play the army oF just onc country within the Federation. 


United States Marine Corps: The original gung-ho military service, with all the 
technology provided by the USA. The USM features fo cksteady troops and superior 


firepower. 


People’s Liberatign Apmy; Often regarded asa sccond-rate force, the Chinese PLA o} 
the near future will have a¢cess to not only walimited manpower but also technology 


Middle Eastern Alliance: Coveringia range of forces from government troops to 
militia desperately trying tolhold-backe the tide of oppressorsieager to-shatch their 

country’s resourcess-Thisiarmyidocs not always enjoy the latest i technology bur it 
gains weaponry from a wide variety of Sources and has no shortage of volunteers. 


January 2007 

EFTF British Army Infantry Section $29.95 March 2007 

EFTF British Army Challenger II $24.95 

USMC Infantry Squad $29.95 USMC Eee Reconsleam $29.95 

USMC M1A2 Abrams MBT)$24.95 EFTF British Army SAS Section $29.95 

PLA Infantry Squad $29195 MBA2S6Mfnguska AAA.$24.95 

PLA Type 99 MBT $24.95 PLA Command Squad and NORINCO FAV $29.95 


MEA Infantry Squad $29.95 


ebriry 2007 April 2007 


MEA Technieails $29.95 USMC Super Cobra $39.95 

USMC, Sitadow RST-V $24.95 EFTF British Army Future Lynx $39.95 

ER DE British ArmyiCommand Section and Warrior $29.95 MEA Zulfi gar MBT $24.95 

MEA Fedayeen Squad $29.95 PLA EQ2050 Air Defence System $29.95 APS 

PLA WZ-551 LFV $24.95 MONGOOSE PUBLISHING 


www.mongoosepublishing.com 


Find out mote at www.mongoosepublishing.com 


before attaching it. The 
face of the shield is bare 
and can be detailed any 
way you like. Her pose is 
one of confidence and her 
proportions and detail are 
simply amazing. She has 
a thin waist but not ano- 
rexic like some twisted 
fashion model. Hair 
flows from under her hel- 
met down a ways onto her 
back. I found a very faint 
mold line on one side of 
her helmet but it was 


barely visible. If you have an army of amazons then she would 
make a superb general. 


HF4002 40mm Artemis 
Sculpted by Kev White £9.99 


This version of Artemis was originally released in resin 
(HF4001 is the resin stock number) and, you guessed it, is a 
larger version of the one we just looked at. It's the same fig- 
ures, but larger and in a different pose. Four pieces make up 
this model and the only seam that you might see after assembly 
is where the left leg attaches at the hip. There were a few small 
bits of flash on the model but the only mold lines that I could 
find were around the perimeter of the shield and a faint one on 
the left side of her body. She carries a scabbard that's not on 
the smaller version and her helmet is propped up on her head to 
show off her entire face. She has a much more relaxed look 
than the smaller one. As with the smaller one, but more appar- 


ent because it's a larger model, her proportions are just out- 
standing. From her curves to the slight roundness of her belly 
(and not a perfect set of abs that only comes from years of hard 
work in a gym that she wouldn't have time for anyway) she 
looks like a great sculpture of a woman. At 40mm high she's is 
about 8' or so tall when stood up against other human-sized 
models but she's really more for use as a painting project in my 
mind or maybe as a statue, but painting her as a statue won't 
_ show off the beauty of the model. 


sonally use them as character models in a game that I'm play- 
ing (go ahead and call me a prude if you like) in but they are 
beautiful, miniature works of art. Just don't "handle" the fig- 
ures for too long or you might go blind like your mama said :) 


Reviews by Mark Theurer 


ABG4012 and ABG4013 Dravani The Damned 
$10.99 per pack of three models 


Each of these packs contains three models out of a total of four 
unique sculpts. You'll need to pick up one of each pack if you 
want to get both female models. The four different models 
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include the two aforementioned females and two males. All 
four have been seriously screwed up by the Dravani and look 
like a cross between zombies and some kind of H.R.Giger crea- 
ture. The first female is lying on the ground because her legs 
have been cut off at the knees. She’s also had Matrix-like riv- 
ets put down her spinal column and has a contraption covering 
her mouth. She’s the least dressed of the bunch with lots of 
exposed skin. The other girl has both legs but is missing her 
hands and lower jaw. Her hands were removed at the wrist and 
some large tubing can be seen entering her head where her jaw 
should be. She has some large pegs coming out of her head 
and there is another length of tubing that comes out of her 
backside, sort of like a tail, that is attached to her wrist. The 
running guy is just missing his right arm and has a large metal 
plate in its place that has some tubes that go up to his head, 
which is covered in a helmet that has a protruding spike and 
just one eye hole. The last guy is the most complete of the 
group as he has most of his limbs still pretty intact. His right 
hand has been replaced with a two-pronged hook device and 
much of his head is covered in a visor, something covering his 
mouth and has several bits on the top and back of his head. 
He’s still pretty messed up as his back has been opened up and 
the skin has been peeled back to expose his muscles and spine. 
Man, when the Dravani put you under the knife they aren’t 
messing around. All of them are pretty covered in stitches and 
scars, too. Most needed little cleaning attention and as bog of a 
zombie fan (ok, they’re not zombies) as I am I just took to 
these immediately and like them a lot. 


ABG2009b CSO Peacekeeper Sniper 2 (female) $6.99 


This three piece model 
(well really four if you 
count getting two heads 
to choose from) is a sec- 
ond sniper variant and a 
female too. The only 
thing that really gives her 
away as a female is the 
face as her armor ob- 
scures or covers any ob- 
vious female parts. Her 
arms are also a bit less 
muscled than those of a 
male trooper. Her rifle 
rests over her right shoul- 
der and needs to be cut 
off of a metal sprue. It had a tiny bit of flash but no mold line 
that I could see. Of the two heads, you can see one in the pic- 
ture. The other has a creweut and wears niether a hat nor a 
helmet. Both of them have good features and the one that's 
blowing the bubble is a nice touch. She has long hair that's tied 
in a ponytal and lays across her shoulder. The pistol in her left 
hand is equipped with a laser sight just to make sure that she's 
deadly accurate close up and at range. The body of the model 
did have a couple of visible mold lines on the arms but they 
cleaned up easily. 
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ABG2012 CSO Peacekepper Major 2 (female) $6.99 


Well, the equal opportunity to 
serve in the CSO is extended to 
a second Major model. This a 
one-piece model that carries an 
assault rifle in one hand and her 
helmet in the other. She's more 
covered than the sniper, above, 
so the face is really the only 
thing that sets her apart as a 
woman. Her armor fits in per- 
fectly with the rest of the Peace- 
keepers and since you're only 
able to use one Major per 
Peacekeeper unit you'll need to 
pick between which Major you 
want to use or you could just 
deploy two units of Peacekeep- 
ers. The shoulder pads were the only places where I found 
mold lines and since they are on flat pieces of armor they are 
easy to clean up without fear of damaging the rest of the model. 
I like the bulky, angled armor of the Peacekeepers and she's a 
natural addition to a group of them. Both of these could be 
used outside of Rezolution. They could easily find work in a 
Warhammer 40K space marine army or in a sci-fi rpg. 


Alright, we have three more WorldWorks terrain kits to take a 
look at this issue. On a side note I had started work on my own 
building to put into this issue, but other stuff just kept getting 
in the way and it’s only about 50% done. Hopefully, it will 
make an appearance (as a free building that everyone can print 
out and use) in the next issue of FR. Ok, on to the World- 
Works stuff... 


JOIN THE-TERRATA’ REV 
WORT DWORKS 


QUALITYIPAPER MODEL SETS FOR. 


Platform Command, Operation: 
$15.00 Designed by Matt Lyon 


ightwatch 


Platform Command, Operation: Nightwatch is from their Sci-Fi 
line of cardstock terrain kits and if the first thing that pops into 
your head is, “Necromunda” then you’re right in line with what 
I was thinking too. I don’t mean in a way that it’s trying to 
blatantly rip-off the necro terrain or anything. Actually, it is a 
vast improvement over it in my opinion and stands completely 
on its own merits. The folder you'll unzip after downloading 
contains three sub-folders; Props, Structures, and Tiles. There 
is also a pdf detailing how to put your whole table of new ter- 
rain together, a piracy notice, and a kitbash guide that shows 
you some new things you can put together with existing files 
from this product. 


The Tiles files are the easiest to use so we'll tackle them first. 
You get two versions, “gridded” and “non-gridded”, of lots of 
different metal floor tiles. There are plain ones that have metal 


edge the perimeter of 
your new board. The 
difference between the 
“gridded” and “non- 
gridded” versions of 
he Plain, Slime, Pipes, 
and Molten Metal 
floor tiles is that the 
gridded versions have 
the squares drawn out 
over the parts that are 
not metal flooring. 
| Both have what effec- 
@ tively are grids wher- 
ever there are metal 
flooring plates, each 
1” square. Assembly 
for these is easy and I 
would advise gluing 
the floor tiles down to 
foamcore just like the 
street sections we pre- 
viously looked at. 
Beyond just gluing 
them down I have two 
suggestions for final 
assembly of the floor. 
my First, you can glue 


as each 7” tile down to 


tiles on the floor, some of which are rusted (actually many of foamcore and cut it out on its own. That way you'll have 
them are rusty). These are probably going to be your most pretty much endless ways to assemble the flooring. This will 
used ones to build the bulk of the base of your new gaming require as much cutting as with the streets (four cuts per full 
terrain. The “Slime” floor tiles have six variants and look tile). Or you could pre-plan a couple of floor configurations 
much like the street tiles that we reviewed last issue but I and then glue down 8 floor tiles, in two 4 tile columns, onto 
wouldn’t go walking in the green goo. There are streams of one sheet of foamcore (I’ve only found it in 20” x 30” x 3/16” 
slime bisecting tiles, making corners, and even an intersection. sheets) and have far less cutting to do. The tile section will end 
They would be very good for depicting sewage or other nasti- up being 14” x 28”. You'll have a bit less versatility (maybe 
ness (that would be ideal for Toxic Zombies from Rezolution not too much less depending on how much time you devote to 
to come staggering out of). The “Pipes” versions of the floors pre-planning tile layout before getting started) and they are 
are like the slime ones but have, you guessed it, exposed pipes obviously a bit bulkier to transport but your set-up and tear- 
running through the metal flooring. Like the slime, I’d make down time will be reduced significantly. Also, these floor tiles 
house rules for the pipes because I doubt they’re meant to bear don’t have the link system like the streets do so they'll be 
the weight of heavily armed troops. There are six “Molten prone to a bit more movement on their own. A neat trick that a 
Metal” tiles that are basically the same as the slime but with friend told me about (all credit to J Michael Tisdel, former FR 
super-heated metal flowing through your battle zone. Probably co-editor) when we were playing Federation Commander was 
instantly fatal as opposed to the slime which would have some to put kitchen shelf mats (the soft, thin, rubbery stuff) down on 
kind of toxic effect. The “Grates” have metal grating going in the table first and then the stuff you put on top of it won't slide 
various directions over the previously talked about stuff that around. 

you don’t want to step in. All form solid bridges over the dan- 

gerous stuff except for the one over the molten metal. It has In the Props folder you'll find three files to make stuff with and 
been melted in about an inch wide section that will force troops three sets of instructions. The “objects” are barrels, lengths of 
to jump over it or take a super-heated bath. There are two final piping, metal crates and other stuff that would make good 
pages to the tiles, one that has lot’s of junk on it like tools, cover in your games. There are some that need just a few cuts 


vents, doors leading down and stuff like that. You 


can cut indi- and scores and others that have several but none are particu- 


vidual ones out to paste on top of other blank tile sections or if larly difficult builds at all. Ditto for the “generators”, except 
you have decent Photoshop skills you can lift them right into that the top and bottom of each generator will take a bit of a 
place where you want them. The last page has what looks like steady hand to assemble perfectly just because it forms an “x” 
section of yellow/black caution tape or paint that you can use to shape and you’re wanting everything to line up just right. The 
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HF4002 ‘Artemis’ 


RRP £5.50 12/03/2007 


ae 


Kevin James White t/a Hasslefree Miniatures. 22, The Chine, Alfreton, DE55 3AN. UK 


“outlet” makes up two really cool pieces that work directly 


with some of the floor tiles. The first is a column of molten 
metal that is being poured out from the large forges somewhere 
above the play area. Yeah, it’s just a cylinder of the same red/ 
yellow/orange molten metal that can be running through your 
floor tiles but it seems really cool to me and is a easy piece to 
put together. The other is an outlet for the green slime. It has 
more pieces than the column of metal but is not hard to put 
together and adds more stuff for your troops to get on top of 
and fire down from. 


Lastly are the “structures”. These are the most time-consuming 
but also the most visually satisfying part of what will turn out 
to be your full build of this set. The floors are great and I like 
them as much as the streets but the structures take me back to 
the feeling of running around in three dimensions like when we 
used to play Necromunda. The walkways give you all manner 
of 2” wide elevated corridors to build and play on. There are 
short (6”) and long (8”) straight sections, a corner, a U-turn, 
and a T-intersection along with lights and handrails. The top 
and bottom of each walkway come together, with center parts 
that won’t be seen after assembly, to form a more sturdy plat- 
form than you would expect. You can increase the sturdiness 
further by inserting a piece of foamcore into the inside of each 
walkway as you are building it. I’ve done this on most of mine 


Due to her popularity, 
our gorgeous 40mm scale 
Hoplite female is now available 
in white metal with resin base. 


When 40mm scale Artemis was released, 
we were inundated with requests 
for a 28mm scale version ...so here 
she is and don't ever say we 
don't listen to our customers! 


2 teeleBras 
WY \eexkiciouaras 


www.hasslefreeminiatures.co.uk 


HFH036 ‘Artemis' 


28mm scale version 
of our naked 
(well almost ... if you don't 
count her boots and helmet !) 
Hoplite female. 


Available in white metal 
from Monday 12th March 
at RRP £3.50. 


so far and will for the rest just to extend their life over many 
years of gaming. The handrails add a nice bit of realism to the 
walkways but I have abandoned them for now just because 
they take a lot of cuts. I’m sure Ill regret this the first time one 
of my models takes a plunge off of a high walkway that would 
have only butted up against a handrail had I made one. The 
“tower” will take some more work to put together but it’s very 
much worth it and will make good additional walkways for 
guys to run around but also serves as cover for them. The 
“bulkheads” are all easy rectangular builds that are used for 
your walkways to sit upon and get up into the air. There are 
single and double height ones but you can easily make taller 
ones when assembling them to make really dizzyingly high 
walkways. The “platforms” are similar to the tower but with- 
out the center tower section, There is a hex shaped one, a 
square one and one that is very reminiscent of one in 
Necromunda. These take mostly simple cuts and are ready to 
play with before too long. They'll be used to connect all of 
your walkways together and give more room for elevated hand- 
to-hand combat. The elevator and stairs are both useful in get- 
ting your figures up to the elevated walkways but they both 
have lots of more fiddly cuts and maybe it’s just me being im- 
patient (actually, it’s entirely likely that is the issue) but they 
are the last things that I wanted to put together. 


black out all of the windows with 
a sharpie or fill them with color in 

- . : Photoshop. There are three varie- 
wor WOREDYORESEAIIES com - ties of corridors that differ slightly 
in length (two that are 6” long and 
one that is 9” long) and multiple 
corridors can be put together to 
= form intersections, but you’ll have 
= to kitbash corners on your own. 
Unlike the streets and floor tiles 
from other kits there’s no need to 
mount these on foamcore, but I 
was a bit unsure of how I’d keep 
all of the rooms and corridors 
together without gluing them and 
creating a very static ship. Ok, so 
reading the basic instructions 
clears this up as they suggest us- 
ing paper clips to “pin” them to- 
gether when you're using them 
and then everything can be put 
away when you're done. 


Interior props for the ship include 
chairs, consoles, bunks, lockers 
for space suits, and a galley. All 


This is a great set and one that I would highly recommend. It of these are easy to put together and only a few require a bunch 
has uses in near-future games like Rezolution and, of course, if of cuts. Of course, they'll take longer to complete than a few 
you're still playing Necromunda you can increase the size of rooms and hallways so expect them to be more of a “when you 
the hive city where you are fighting to be as big as you're table have completed the rest and have some free time” kind of pro- 
can hold. ject unless you’re going to sit down and tackle the whole kit in 

one sitting. A small shuttle rounds out the kit and it’s more of 
Spaceworks: Firstlight a scenery element that could take up space in the cargo bay but 
$15.00 Designed by Paul Senior it could also be used to fly around the exterior of the ship and 

blast away at the guys that are running around the interior of 
Firstlight is a spaceship that goes together in sections that all the ship. This kit would be outstanding for rpg games like 
come together to build the complete ship. You can build the Traveller” or more strictly combat-oriented games like Space 
whole ship as detailed in the instructions or decide to build all Hulk or Aliens. 


of the elements and use them however you need on the fly. 
Spaceworks: Firstlight Retrofit 


There’s a single page of spaceship crew that has two human $10.00 Designed by Paul Senior 

males, one human female and six of what look like giant teddy 

bears with guns to me. For me, this particular page was not of So, you’ve got your spaceship put together and have traveled 
much use as I’ll be using painted miniatures with the ship, but light years across the galaxy picking up bounties on hardened 
for others it might be useful. However, having some more criminals and have gotten shot up and found that you could use 
aliens, or even humans, would have made this page better. The some more breathing room inside the ship. What do you do? 
many hallways and rooms make the whole kit a “yes” for me. Pimp your ride, of course! Ok, well maybe not pimped out, but 
Even if you don’t plan on building the ship you can build a this retrofit kit allows you to expand on the ship we built 
labyrinth of hallways and rooms to play games like Space Hulk above. Fifteen new pdf files add new props like large 
or even a good sci-fi or ultra-modern shoot ‘em up of your own viewscreens, computer consoles, shelves and stairs so you can 
making. Reactor rooms, the ship’s bridge and a cargo bay give _ really add on to your ship. If you’re adding stairs then you 
you plenty of room to run around and shoot at each other and must also be putting in new rooms and you’ll find them here in 
most of these have pretty simple assemblies with not too many the form of a large navigation room, a containment room to 
fiddly cuts. Well, except when it comes to the windows. Per- store the alien that you just captured, and a smaller 3” x 5” 
sonally, I don’t like cutting out the windows and inserting multi-purpose room. All of these are as easy to put together as 
transparencies to make them “more real”. Yes, it absolutely the earlier rooms. Yup, more transparencies, but there is only 
adds another dimension to the models but it’s just not one that I one external window on the new rooms so I’m much more in- 
have enough patience to mess with too often. You're pretty clined to put its window in since it will need to be done just 
much forced to either use the transparencies with this model or once unless I decide to build multiples of that room. The con- 
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tainment room uses a lot of transparencies as they represent the 
unit (probably made out of transparent aluminum like in Star 
Trek III where they went back in time to scoop up a bunch of 
whales, what?!?) that’s holding whatever nasty creature you 
picked up. Remember those corner corridors that I said you 
would need to kitbash above? Well, they are present in the 
retrofit. In fact you get pages and pages of new corridors to 
build. You also get real intersections (regular and a “T”) along 
with corridors that are now 3” wide to accommodate larger 
boarding parties. There are also several platforms that you can 
build to have areas of varying elevations in the same large 
room. One really outstanding feature of this kit is the inclusion 
of five different styles of bare flooring that you can use to build 
rooms and hallways of whatever size and shape you want with 
just a bit of kitbashing on your part. In with the instructions for 
the parts you find in this kit you also get instructions on how to 
put together a significantly larger (but still much smaller than 
the complete Firstlight) vessel that can hold a few models. 
Nothing that you’re really going to be running around in but 
definitely of worth as a terrain piece or an objective that needs 
to be defended or captured in a game. This is an excellent add- 
on to the base Firstlight set and one that I’d recommend if you 
like the first one. 


Reviews by Mark Theurer 


CWE0030 Hiwalani, Hula Dancer $4.99 
Sculpted by Tom Meier 


The ever-talented Tom Meier has produced a mighty nice 


ards ofthe Coast Inc 
nies do nat endorse and are not affiiated with 

ity whatsoever 

is curartagel tn atari prpatoc any espeenyeaaibboe, 


‘Lucas 


miniature of a hula dancer. She is 
wearing a hula skirt and several 
leies that strategically cover her 
breasts, but leaving enough show- 
ing so you know that she's bare on 
top. There were a few faint mold 
lines, mostly on her arms but they 
were not bad and there was no 
other flash on the model. It's a 
very pretty model with a great face 
j and superb detail. It's beautiful but 
I just don't know yet what I'll be 
using her for. It's not really (that I 
can think of) one that I'd use for a 
player-character model but she 
might do well as a civilian in a spe- 
cific scenario. Oh, zombie holo- 


Goprright Grunch-Wattie Emcerprises2006 | Caust at a luau! 


CWE0039 Xiaoli, Fighting Monk 
Sculpted by Matt Gubser $4.59 


Xiaoli is a female monk that carries 
a sai in both hands and is rearing 
back for a kick to someone's 
head. The flowing robes are what I 
notice most about this model. They 
will paint up easily and give a good 
sense of motion that is increased by 
her being in a kicking pose. She is 
barefoot and a long ponytail drapes 
down to about her waist. Her facial 
features are slight but well 


done. There was some cleaning needed on the model with 
some faint mold lines and a bit of flash on the base. The model 
has uses outside of a fantasy game and could serve well in a 
pulp game or even a modern or super-hero game. 


CWE0040 Jihad $9.99 
Sculpted by Gael Goumon 


This gorgeous 
figure is of a 
fallen angel. She 
comes with two 
sets of wings and 
a shield that are 
separate from the 
body of the fig- 
ure. She is 
armed with a 
sword that is 
held in a relaxed 
pose with her left 
hand at her 
side. She is 
dressed in a plate 


and it attaches at 


bustier and shoulder plates, one of which is decorated with a 
demonic face. a cloth wrap and high boots cover her bottom 
half. The boots are also decorated with demonic faces. There 
is a tail that wraps down around her legs and it and her armor 
are really the only things on the model itself that make her look 
less than purely angelic, until you get to her wings. The first 
set of wings is a cross between teh feathered wings of an angel 
and the bat-like wings of a demon. The qualities of the two are 
quite different but they do work here and make for a set of 
wings that really fits with the theme of the figure. The alter- 
nate set are simple feathered wings that you can use on her or 
on another figure that you need to take flight. Her shield is 
large but without any decoration so you'll need to freehand a 
design on it or leave it blank. Assembly was extremely easy as 
the wings fit right into place and the shield fits right on to her 
left arm. You could leave off the shield if you like and it 
would look fine. There was no cleaning needed at all on this 
model. Details on the model are ncie but not overdone. There 
are some straps and buckles on the model but painting the 
model should not stress anyone out. It's really a pretty model 
with a good concept. 


CWE0015 - Centaur with Coup Stick $12.99 
Sculpted by Sandra Garrity 


This is a two piece solid cast model, one that stands over two 
and a half inches after being assembled. He comes with an 
attached base metal base. For his bulk, I would have liked to 
see his base a touch wider to make him a little bit more stable 
(sorry, pet peeve), but still, he is not top heavy enough to be a 
huge concern. Speaking of bulk, being someone who has been 
around horses a bit, one thing that has always disappointed me 
about centaur models is that they have been somewhere be- 
tween a little and a lot too light on the horse part. This model I 


believe is the best 
proportioned cen- 
taur model I’ve 
seen. Add that to 
the way the sculp- 
tor has outfitted 
this guy, I can 
honestly say that 
this model will be 
the reining crown 
jewel of my cen- 
taur collection 
(and I have a few). 
The second piece 
of the two pieces 
is the right arm 


the elbow in a nice little ball in socket joint. One of my favor- 
ite things about this model is the Native American look he has, 
I’m not sure why but it just seems to be a natural fit. Mold 
lines are very hard to find on this model and there was no flash 
to speak of. There is one support post connecting one of the 
raised legs to the base that needs to be cleaned off, but that it 
really about it. This is a really cool model, and I would very 
much like to see more in this line. 


CWE0033 - Tall Tale II $6.99 


There are three small models in this package, two of which are 
single piece models and the third is a two piece model. All are 
solid cast models and come with their own integrated metal 
bases. The first of these is a trollish looking imp that has some 
resemblances to Golem from Lord of the Rings. The second is 
some sort of goblin runt and the third in some sort of flying 
mammal (Fat squirrel, prairie dog, or something). This last one 
is the one that comes in two pieces as the creature is one piece 
and the rock he is landing on is the other piece. All of these are 
too small to have an exorbitant amount of detail, but what they 
have is clean and distinct. I was also pleasantly surprised to 
see that there were no mold line or flash on these guys which is 
fairly rare for pieces like this. These pieces would be good to 
use as familiars or for non-violent encounters. 


Reviews by Mark 
Theurer and Clay 
Richmond 
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really like, but have not been able to play nearly enough. Plus, 
T happen to really like my Dravani, they are the kind of force 
that I am normally playing against rather than directing them. I 
think that the CSO probably better fit my normal profile, which 
is exactly why I decided not to take them, yet. I am still in the 
experimenting mode so I choose to go with an army that was as 
diverse as I could make it. I like the Volkodas for their speed 
and shock value, and of course I like the Baggers for their abil- 
ity to kick ass and take names, and I like the soulless for their 
smoke ability. Essentially everyone else in my army I’m either 
testing for the first time (Executors, Brides of Lilith, Lektra 
Vassals, The Ferryman & Shamblers) or I’m going to give 
them another chance to impress me (Dravani - Human Form). 
I wanted to fit in some of The Damned too, but I ran out of 
points. Guess I’ll have to save them for another game. 


Seeing the scenario we were playing too, I figured the Souless 
would be the right ones to go after the loot in the buildings 
since they could not be picked off from a distance and would 
be free to prance into a building in full view of the enemy. It 
was pointed out to me later that with the smoke ability I could 
have just walked through the walls rather than taking the time 
to go around and go through the door. Okay, guess I earn the 
Duh award for that. My Shamblers and Baggers I planned on 
being my front line assault force and I had to get them into 
combat as fast as I could. These made good front line troops 
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since the Baggers are tough and regenerate, while the Sham- 
blers can suck up a whole lot of damage before going down. 
Backing up these forces would be the Executors, the human 
form Dravani, the Ferryman, and the Bride of Lilith. For flank- 
ing forces I was going to use the Volkoda on one side and the 
Lektra Vassal on the other. Since I was facing two armies, 
killing all opposing force was not going to be my objective, 


instead I needed to capture loot, kill what I could and hide from 
the rest. One victory component that I intentionally did not 
address was the hacking points. Instead I would get my points 
in kills and loot and try to prevent the other two from racking 
up too many points from hacking. 


Deployment 


Our battlefield was made up almost entirely of cardstock ter- 
rain that’s available from World Works Games 
(www.worldworksgames.com) and in these pictures you can 
see what the board looked like before it was littered with 
corpses. I used several cars that were giveaways in McDonalds 
Happy Meals to add some extra clutter. The cars (from the 
movie, Cars) have large eyes in the windshields so I had to 
attempt to edit them in Photoshop to remove them and make 
them more suitable for our game. 


Above, top, we can see a street level view of two of the build- 
ings that might contain loot for the taking. This shot is taken 
from under a pedestrian bridge that crosses over the street. 
From under the elevated train tracks we can see the garage, 
another spot for loot, and a good portion of the cityscape in the 
form of a hotel and skyscraper in the distance. 
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In the last pre-deployment picture (next page), we get a look at 
more of the city filled with multiple cars. We had a good 
amount of terrain, large and small, throughout the play area 
with plenty of places to find cover. Over by the hotel you can 
see another terminal and the phone booth (also acting as a ter- 
minal) is right on the other side of the large red truck. 


We then got down to the business of setting up troops. We 
each had an area marked off by four ground tiles. Each tile is 
7” square so we each had a 7” x 28” area to deploy in. Some of 
Brian’s CSO Troopers under the elevated railroad tracks. 
Clay’s Baggers, an Executor, a Bride of Lilith and, in the dis- 
tance, the Lektra Vassals can be seen, Starting the game by a 
terminal we can see my unit of Enforcers that are with the 
Lieutenant, two of my Bishouju Senshi, the Ghost, the 
Shootist, the Yuurie and one of my Arashi. Having the termi- 
nal right here does give me a bonus right off the bat but having 


this one once doesn’t let me e: 
that advantage too much, 


point on the battlefield. 
hoping that Clay’s Di 


Brian’s attention on them and le: 
me unmolested. 


In the picture above (top-right) w 

a whole sle troops assem- 
bled by a gas station where the atten- bi 
dant surely wishes he had called in 
sick today. I wish we had put together 


tules for blowing up stuff like that nice, big propane tank! In 
our last deployment picture we see my other unit of Enforcers, 
my male Arashi and the other two Bishouju Senshi. They 
started the game very much out of the action and would need to 
come around a building to get into position. 


=—— 


Turn 1 


The first turn had lots of moving forward and not a lot else. 
Activation rotation went Brian, then me then Clay. One group 
of Brian’s CSO Troopers moved up and got behind the mobile 
home, or as Brian puts it, “the Hillbilly Hilton”. My Ghost 
moved up to the closest terminal and hacked into the currently 
passive system and scored a quick VP. Clay’s Shamblers 
moved up and around the building where they started. 
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The Peacekeepers with the Major ran under the elevated tracks 
up by the garage and one of my Bishoujo Senshi took off to- 
wards the apartment door closest to her. Clay’s male Souless 
moved up in front of the hotel, but I doubt he was looking to 
rent a room. 


Brian’s sniper, already in an elevated forward position on the 
elevated rail tracks, took a shot at a Shambler that had come 
around the corner and scored a hit doing two points of damage. 
My second Senshi ran up to accompany her schoolmate and 
Clay’s Baggers next ran up behind the bus that was stopped in 
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the middle of the street. 


Brian’s other CSO Troopers also moved under the elevated 
tracks, these under the sniper. My Enforcers moved up behind 
the Senshi around a red van and Clay’s other Souless moved up 
also. 


The second unit of Brian’s Peacekeepers hoofed it up the in- 
clined rail tracks in an effort to get to higher ground and get 
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better shots from a safe distance. My Shootist ran up the street, 
also by the red van, along with the rest of about half of my 
force. Clay’s Human Form Dravani ran up around a building 
and ended up by the Shamblers. 


Brian’s Medic then crept up behind the trailer and took a look 
inside to see if anyone was running a meth lab in there. My 
Yuurie moved up a bit and remotely hacked into the neutral 
terminal closer to the center of the board and scored a second 
VP for me! Clay’s Volkodas ran up across the street to the 
second apartment. 


Brian’s Marshal moved up and my TADS activated his jets to 
fly over into an alley between the second apartment and a 
smaller building. One of Clay’s Executors moved up between 
a pair of buildings and readied for action. 


The Ranger moved up from his advanced position and nobody 
took any notice of him as he blended in nicely with anyone that 
was close to him. As long as he kept his cool he would not be 
messed with. My female Arashi moved up and Successfully 
cast Storm Shield on herself, boosting her Armor to 4 until she 


takes a wound. Clay’s Lektra Vassals moved up by the termi- 
nal and were close to the Ranger but didn’t give him a second 
glance, 


Brian was out of activations so it was down to just me and Clay 
for the rest of turn 1. This consisted of both of us moving up 
the rest of our troops but not much else at all. Turn 1, as ex- 
pected, was made up mostly of moving into position and Brian 
got off one shot but considering that he has the longest range of 
all of us it’s not surprising. In fact, I would have expected a bit 
more fire from his guys if it wasn’t for the large number of 
obstacles breaking up long lanes of fire. Turn 1 ended with me 
ahead on VPs 2-0-0. 


Turn 2 


We're off and running for turn 2 with the activation order go- 
ing me, Clay then Brian. 


I start off with my little schoolgirl opening the door to the 
apartment that she ran up to and seeing two gangsters inside in 
the midst of negotiating over a drug deal. They didn’t take 
kindly to her interruption and while one was reluctant to pull 
the trigger on such an innocent little girl the other took a shot at 
her, but he missed. The Volkodas moved around the building 
and one was able to engage the TADS in close combat and the 
other two closed with my Brick but were unable to engage him. 
The cyborg parried the attack and foiled the demonic dog’s 
plans for dinner. The sniper held his action until a target pre- 
sented itself. 


The Volkodas were far too close to my Brick and the rocket 
launcher that he was equipped with was not conducive to com- 
bat at close range (Yes, right about now I was wishing that I 


took the Brick with the minigun!) so he ran down the street 
towards the Dravani deployment area to get away from the 
hounds. The Shamblers kept on coming and ended up by a 
purple car and Brian’s Peacekeepers that were heading for 
higher ground got to the top of the elevated railroad tracks. 


In an attempt to quickly jump way ahead on VP’s my Shootist 
opened the door of the other apartment and to her horror found 
that there were three zombies hiding inside that proceeded to 
tush her. One was able to attack her and a critical failure on 
her close combat roll resulted in her taking two wounds. 


Clay’s female (maybe there’s not a strict male and female clas- 
sification with the Souless but I’m saying it’s a female) Souless 
opened up the door to the gun shop and it was crawling with 
three zombies too! Like with my Shootist, one was able to 
attack the Souless in close combat but the alien creature won 
the combat and drained the zombie until nothing remained by a 
dry husk. One unit of Brian’s CSO Troopers moved up by a 
van and took some cover. 


“SORE a 


REV Ewa, 


My Enforcers and Lieutenant rushed into the apartment where 
the drug deal was going down and showed them the error of 
their ways in shooting at their little sister. Two very dead 
gangsters lay on the floor and not a scratch to my Enforcers! 
Clay’s male Souless walked into the gun store and assaulted 
one of the two remaining zombies but could not successfully 
drain it. Brian’s CSO Troopers that were under the elevated 
platform held their fire, ready for an oncoming rush that was 
sure to come from the Dravani behind the bus. 


My other Hasslefree Senshi ran into the now-cleared apartment 
and picked up the briefcase full of cash that was now laying on 
the floor. I picked a card at random and pulled a lowly 3, but 
that’s better than a face card I guess. Brian and Clay had to 
guess as to what I drew since we were not revealing cards until 
the game was over. The Lektra Vassals moved up and the CSO 
Sniper tracked one through his scope and gently squeezed the 
trigger of his rifle and the Lektra’s head exploded like a water- 
melon at a Gallagher show. The Lektra’s were close enough to 
a Souless to negate needing to take a NRV test from suffering 
casualties. As the Lektra’s body fell to the ground a unit of 
Brian’s CSO Troopers moved up from behind the mobile home 
by the garage door to the last building that possibly held extra 
victory points in the form of loot. 


My female Arashi moved up and used her Are ability against 
one of the Voldokas. She successfully used the power but 
caused just one wound, which the beast just shrugged off. One 
of Clay’s Executors moved and took automatic fire shots at 
some CSO Troopers. One Trooper took a single point of dam- 
age. Right on cue, Brian’s CSO Medic went over to the guy 
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that just got shot and patched him up good as new! 


My Ghost then disconnected from the terminal that he was 
jacked into and tried to remotely hack into the one that my 
yuurie hit last turn and found that he was about 2” too far away 
from it, resulting in pretty much a wasted turn for him. Clay’s 
Human Form ran up and took cover behind a pillar and Brian’s 
Ranger continued on his merry way across the street towards a 
data terminal with nobody paying any attention to him. 


My Yuurie remotely jacked into the terminal that the Ghost just 


“vacated and found it 
quite open and willing to 
give up its information. 
Score one more VP for 
me. Clay cowboy’s up 
and his Baggers come 
swarming around from 
the other side of the bus. 
One moves up and takes 
a shot with his Hypo- 
Gun and the others run 
up into position. Hold 
fire from the Troopers 
erupts and two of the 
Baggers are hit with a 
ingle wound being 
“ caused to one of the vile 
surgeons. The CSO Marshal leaned over the railing from his 
elevated position and put a shot into the wounded Bagger. He 
didn’t end up causing any damage but did knock him prone. 


We’re down to just me and Clay again to finish up the turn as 
Brian is out of activations. There was a bunch of moving 
around by most of our remaining troops. The exception to this 
was the Ferryman taking aim at my Brick and causing two 
wounds. 


Ok, so turn 2 still has me ahead 3-0-0 with some more casual- 
ties taken. I’m actually up 6-0-0 right now but nobody but me 
knew that. The shot of the game, so far, is Brian’s Sniper tak- 
ing out a Lektra Vassal and it brought some exacerbated looks 
once Brian got done re-rolling sixes to come up with 12 points 
of damage! 


Turn 3 


To start things off in the Control Phase we had to deal with the 
zombies that were attacking my Shootist. A zombie gnawed on 
her some more and caused another wound. 


The two zombies facing off against the Souless fared much 
worse and while they did cause one wound to a Souless one of 
the zombies was drained and destroyed. One Bagger also tried 
to regenerate but was unsuccessful. 


Clay won the REP roll at the beginning of the turn and forced 
me to activate my Enforcers that were far outside the main 
fighting that was going on. He went next and his Baggers 
charged into the CSO Troopers that they had advanced on last 
turn. It was a slaughter as three Troopers were cut to ribbons 
and a fourth was —2. Brian’s first action of turn 3 was to move 
his Peacekeeper up on the elevated tracks over to the edge and 
firing down into the Baggers. The didn’t bring any down but 
did cause two wounds to two different Baggers softening them 
up a bit. 


My Brick leveled his rocket launcher at the Ferryman that was 
hunkered down behind a small compact car and let fly. The 
impact rocked the area and knocked the Ferryman to the 
ground but did not wound him at all. The first big fistfight of 


the game took place when all three of the Volkodas fought the 
TADS. The Dravani hounds took apart the cyborg but he got 
some revenge in the end when his self destruct mechanism took 
over and in a last act of defiance he blew up and caused two 
wounds to two of the hounds, who subsequently made their 
NRY test and didn’t run away from the scary explosion. Brian 
then had his Sniper take aim at the Bride of Lilith and pegged 
her for four points of damage and knocked her down. 


My Esper then crept up to the alley where the TADS / Volkoda 
fight just took place and used her Ignite power on one of the 
Volkoda hoping to take it down. To my chagrin she only 
caused one wound which was shrugged off. The Ferryman, 
who was now pretty pissed off after being shot with a rocket 


launcher, took another shot at my Brick and did another two 
points of damage. If it was only one point a time I’d have been 
able to shrug it off like most of Clay’s troops are able to do. 
The CSO Troopers that were not being closed in on by the 
Baggers moved up and leveled their guns at them. They man- 
aged to cause two wounds to one of them, but could not bring 
any down. 


My Shootist fought back against the zombie that had been try- 
ing to eat her and was finally able to damage it but just for one 
point. The Souless were faring much better against their un- 
dead opponents as one of them was able to beat the last one in 
hand-to-hand combat and drain it down to nothingness. 
Brian’s Peacekeepers by the van opened up on the Lektra Va: 
sals and killed all of them in a hail of gunfire. They also ripped 
the female Executor for four points of damage but she held her 
ground. 


My Ghost needed to get closer to the terminal towards the cen- 
ter of the board so he moved up and tried to jack in remotely. 
It was a neutral system but he failed in his attempt to get in. 
Dang, another wasted turn where I should be collecting VP’s 
without much trouble. Clay’s female Souless went to the cen- 
ter of the gun shop and picked up the bag of loot that was sit- 
ting there. He took a card at random, but we didn’t know what 
it was until later. It was a 10!_ The CSO Medic that was 
charged with patching up his comrades saw the carnage that 
had just been unleashed by the Baggers and decided that dis- 
cretion is the better part of valor and he ran back by the pro- 
pane tank instead of hanging around to be cut into deli meat. 


My Yuurie attempted a remote hack on a neutral system and 
failed. This was just not turning out well for my plan to rack 
up some easy VP’s via my netrunners. The Bride of Lilith got 


up and moved forward but didn’t get to anyone yet. The lone 
remaining Trooper that was in the unit that was charged by the 
Baggers (which came to be known as getting ‘bagged’) tried to 
fight back against his attacker but was also cut down. 


The littlest of my Bishouju Senshi moved up to the Hummer 
and took a shot at the Human Form Dravani, but missed. The 
Shamblers continued their slow walk towards my second unit 
of Enforcers that were just now coming close to seeing some 
action and Brian’s Marshal ran under the elevated tracks and 
took shots at a Bagger but could not steady his aim enough to 
hit one. 


My Panther Securibot needed to charge into the Shamblers, or 
at least I wanted it to, but it kept getting a “does not compute” 
error and could not complete the requested action. The female 
Executor that took shots from the Peacekeepers moved up and 
fired back but missed. Brian’s Ranger moved up 
to the terminal and tried to jack in. Unfortu- 
nately, it was an aggressive system and it fought 
back, frying the Ranger for three points of dam- 
age! He stumbled back from the terminal looking 
like Wylie Coyote after an ACME product explo- 
sion. Brian was now out of activations for the 
turn. 


My male Arashi (Mr. Hat as Brian has named 
him) tried to use Arc on the Shamblers but could 
not get it to activate. The male Executor, in a 
massive showing of bravery, backed into a door- 
way to get cover and then shot the Ranger in the 
back, killing him. 


The female Arashi’s craft use this turn was only 
slightly better as she was able to fly up to the top 
of a building and successfully cast Arc on one 
Volkoda but it failed to damage the beast. Clay’s 
Human Form Dravani charged forward to attack 
my poor little schoolgirl that just took a shot at 
her but the nimble little girl flipped over (and 
flipped off) the scantily dressed Human Form and 
ended up causing her two points of damage and 


poisoning her. The rest of the activations for turn 3 were mine. 


My Enforcers that the Shamblers were bearing down on opened 
up on them and not a single shot hit. My Senshi that was car- 
rying the drug deal loot moved up into the middle of the street 
and took a shot at the Human Form. She missed and ended up 
hitting her schoolmate instead and killed her on the spot! 
Yikes, the mood swings of young girls sure can be a killer, 
can’t they? My other two Bishouju Senshi moved up and took 
shots at the Human Form Dravani and either missed or hit and 
the damage was shrugged off. 


At the end of turn 3 the VP count was 6-10-0 (not counting any 
kills yet) but the only public VP’s were 3-0-0 because Clay and 
I could have both been holding face cards that would be worth 
nothing at the end of the game. 


Turn 4 


In the Control Phase the poison that was running through the 
Human Form petered out and caused no damage. All of the 
Baggers regenerated one point of damage each, but the Bride of 
Lilith and the Human Form Dravani both failed to regenerate, 
luckily for me and Brian. 


Brian won this turn’s roll and chose for the Shamblers to go 
first. They charged into the Enforcers and killed one. To add 
insult to injury they failed their NRV test. Brian then activated 
his Peacekeepers up on the elevated railroad tracks and lobbed 
grenades down at the baggers. In a series of cacophonous ex- 
plosions flesh and metal was torn apart and the Bride of Lilith 
was killed and damage was spread among all of the Baggers 
but none were brought down. My Enforcers with my Lieuten- 
ant all opened up on the Human Form Dravani and killed her. 
Since she had a chance to regenerate her body was left on the 
table for now. 


Clay’s three Volkodas charged my Brick and hoped for the 
same result as with the TADS, except without the explosion at 
the end. Even charging the Brick in the back they could not 
take him down and he even managed to kill one of the three 
hell-hounds! He might not be dong much good with his rocket 
launcher but his mighty fists did some good. Brian’s CSO 
Troopers shot into the Baggers that just got fragged and 
brought two of them down. My Bishouju Senshi that was car- 
rying my loot went up to the downed Human Form and made 
sure that she was dead by removing her head from her body! If 
I could get a handle on the Shamblers and if Brian stayed on 
course taking care of the Baggers things could look up for me. 


The female Executor moved up by the terminal where the 
Ranger went down and took a shot at the Peacekeepers. She 
missed. The CSO Marshal poured more shots into remaining 
Baggers and caused another point of damage. My Ghost, really 
needing to be successful in getting another VP through hack- 
ing, moved up to a terminal and jacked in. It was an aggressive 
system that fried his brain. He fell over dead. Oh, how my 
fortunes have turned. 
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The remaining Baggers charged into the other unit of CSO 
Troopers and sliced and diced two of them. The CSO Sniper 
lined up the female Executor and put a bullet in her head, kill- 
ing her. My Yuurie did a remote hack on what turned out to be 
a neutral system and failed her roll to get in. Dang it! Man, 
that’s a handful of VP’s that I’ve blown picking up. 


The male Executor, the one that shot the Ranger in the back, 
sprayed shots at the Peacekeepers in the street and actually 
killed one of them. They responded by shooting the crap out of 
him and the doorway that he was standing in. He slumped to 
the ground, dead. My Shootist that had not done much of any- 
thing this game, except fighting the same zombie, did more of 
the same to no effect. 


There was some moving around (both of the Souless coming 
out of the gun store and heading for the table edge was of par- 
ticular note) and some combat of minor importance to finish 
out turn four. That is, except, to detail what the Ferryman did 
for his actions. He took a swig of the “Good Stuff” and all hell 
broke loose. He first moved up towards my the Bishouju Sen- 
shi that just got done decapitating the Human Form Dravani 
and he had no moral dilemma in blowing her apart with his 
sawn-off shotgun. She left a bag of drug money sitting in a 
large spot of gore and blood in the street. He then moved up to 
the Enforcers and blew away four of them in a single shot! My 
flank collapsed in one swift action. 


What an exciting finish to turn four even though I was on the 
receiving end of a thorough beating! I can run back the events 
as they would have taken place in an action movie and it seems 
very cool and amazingly violent. Since I dropped my loot our 
public VP score was still 3-0-0 in my favor but the real score 
(minus kills) was 3-10-0 and Clay could still pick up the loot 
that I just dropped. 


Turn 5 


We rolled and this would be the last turn of the game. Clay’s 
Souless could not be shot at due to their smoke ability and he 
revealed that he had the 10 card. Brian and I both conceded 
and counted Clay as having gotten off board with it (now worth 
20 VP) since there was nothing that we could to do stop him. 
Since kills were worth 1 VP for each full 150 points of a spe- 
cific opponent’s troops killed we ended up with me scoring ) 
kill VP (I killed 104 points of Clay’s troops and none of 
Brian’s). Brian scored 1 VP and one more of any of Clay’s 
troops would have given him a second kill VP. Clay scored 1 
VP for my troops killed and 1 more VP for Brian’s troops 
killed. The end result was: 


Clay 22 
Mark 3 
Brian 1 


Final Thoughts-Clay 


Okay, that was wild. One of the things I really like about Re- 
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zolution is how big games like this flow so well. Even with 
three players with 800 points each there was never a time 
where things bogged down or a time where I wished we had 
played with fewer points. In fact, just the opposite turned out 
to be true and we are already planning an even bigger game. 
The game flowed smoothly and was very exiting the entire 
time. To be truthful, I thought I didn’t have a chance when it 
became obvious that both Mark and Brian were more worried 
about my ever so cute Baggers, Volkoda, and Shamblers being 
in their face than each other. In fact, unless I’m mistaken, they 
never fired a single shot at each other. Note to self: Being ag- 
gressive and being the bad guy have their disadvantages. In 
fact, charging my human form Dravani, and the Ferryman into 
the middle of Mark’s forces was a shear act of desperation hop- 
ing to steal some of Mark’s points from him since I had 
thought that he had the game wrapped up in points. The fact 
that the Human Form Dravani died in the attempt (and if the 
game would have gone on any longer the Ferryman would 
probably done the same), was not really a surprise. But they 
did have their desired effect and were actually far more suc- 
cessful than I had even hoped for. 


An important lesson I learned this game was that attacking a 
tough model with mediocre model in close combat can only be 
successful if you attack in numbers. My Volkoda going one on 
one with any model even marginally worth his salt seemed to 
have a hard time doing much. However, when all of them 
gnawing on one poor soul seemed to much better. | My Bag- 
gers did about as expected, though getting a shower of gre- 
nades dropped on my head might be something that I try and 
avoid next time. That was simply no fun and a position I 
should not have put myself into. 


The disappointments I had this game were in seeing how my 
Lektra Vassal and Bride of Lilth failed to do anything. That 
may well have been the particular bad situations that they 
found themselves in, but they sure seemed to go down way to 
easy. But I’ll have to give them another chance before passing 
judgment. To a lesser extant, I was also disappointed with my 
Human Form Dravani, but again I put her in a suicide situation, 
so what did I expect? Of my shooters, the Executors where so- 
so, though they too went down easy. The Ferryman on the 
other hand is a bag-o-fun to play and | think he has earned him- 
self a permanent spot in my army. Getting that sawn-off shot- 
gun into close range is one hurtful way to plow through closely 
packed troops. Compared to my other characters, he is well 
worth the points. 


All in all in was a great game. Next time we play we will have 
to re-do the victory conditions because as it turned out I could 
have waltzed in through the back wall, grab the loot, and waltz 
out and win the game without any other effort necessary. Of 
course I was just lucky to have the 10 point case, but whoever 
ends up with it gets an easy win, so we will have to work on 
that one. Besides that, I am ready to play again. 


Final Thoughts-Brian 


Well, that certainly did not turn out as I had hoped. I played 

things a bit too cautious and did not really play towards the 

objectives of the scenario. Looking back I realize that I played 

not to lose and therefore, ended up doing just that. If I had it to 

do all over again here’s what I would do differently: 

1. During set-up I would place a unit of Peace Keepers on the 
inclined section of the railway so that they could get to a 
vantage/shooting point a turn earlier than they actually did. 
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I would bring an Engineer instead of a Ranger. A flamer 
carried by an Engineer would have provided some help 
against the Baggers (I hate Baggers!). 

3. With the points saved from taking the Engineer I would 
have brought some Medibots. Have a Field Medic and 
couple of them could have helped save some of my Troop- 
ers from a horrible fate at the hands (claws?) of the Bag- 
gers (I hate Baggers!). 

4, I would run my Troopers out past the Hillbilly Hilton 
sooner so that I could use a Hold action to use when an 
interesting target would appear. 

5. Roll better! 


Now, a couple of things did work out. The Peace Keeper 
Sniper was well worth his points. Next time I might take two 
of them. I liked the way that the Marshal was able to keep the 
Troopers in the fight by staying close so they could benefit 
from his high Nerve score when making morale tests. The 
Peace Keepers are tough nuts to crack. I like them. I need to 
paint up another Peace Keeper Major and a couple more of the 
regular models so that I can increase the size of each unit. I 
also plan to add some more Troopers to the line-up. But, my 
next CSO project will be to assemble and paint the Stomper 
that I have. All in all I had an enjoyable game. I look forward 
to giving another go. Our esteemed editor Mark is 
already at work on rules to add to this scenario. 
Today he mentioned something about police offi- 
cers and moving vehicles. I hope nobody goes 
bowling for pedestrians when my Troopers cross the 
street against the light. 


Final Thoughts-Mark 


Whew, what a great game! There were many, many 
times that we were all hollering and on pins and 
needles awaiting the results of some key die rolls. I 
definitely echo Clay’s sentiments that Rezolution is 
a great multi-player game and even though the time 
needed to play this game was lengthened because 
we were taking notes and pictures it still never 
bogged down and he is correct that I’m putting to- 
gether a larger scenario for us to play. But more on 
that later. It’s time to take a look at the scenario 
that we played today. 


It was huge fun, but it was unbalanced and that was 
my fault. I think that having to bounce between 
hacking points was ok and it nicely simulated being 
kicked out of a schizophrenic and temperamental 
computer network that might let you in without any 
problems or might fry your brain. In fact, that was 
very cool when Brian’s Ranger got fried and yes, 
mine too! There just were not enough zombies to 
make the game as interesting as I wanted it. Next 
time, the town will be crawling with the living 
dead! The gangsters were the slight speed bump 
that I wanted but the possibility of a few more 
(instead of the d2+1 that we rolled for) would have 


been better. The random amount of VP’s for the loot was ok, 
but there was too much of a spread between the amounts given 
and giving double for getting it off board, in hindsight, was a 
little excessive. Even with some of the balance issues the game 
was still great fun. With a bit of tweaking, and four players 
with 1000 point armies each, | think it will be even better. 


| intentionally left Brian alone because I knew he would have 
his hands full with Clay’s Baggers. I could have piled on too 
but that would have brought some of the Baggers towards me 
and I wanted no part of them. I’ve had them bearing down on 
me before and I can’t say that I liked it one bit. My second 
group of Enforcers and the individuals with them were out of 
place from the start of the game and I think that deploying 
more of my force, maybe the whole darn thing, to go right 
down the street with the other group would have been a better 
course of action. Yup, a great time was had and we can’t wait 
to play again. I think I'll also add movement of the cars and 
maybe even some cops patrolling the area just for added excite- 
ment. 


Played by Mark Theurer, Clay Richmond, 
and Brian Ahrens 
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Viktory II was reviewed in Fictional Reality last issue. The 
system is different enough that I thought that in this issue we 
would take it a step further and do a game report of an actual 
game. A small group of us got together and played a practice 
game to try to get an understanding of the nuances of the game 
and then a week later played the game that will be reported 
here. The game is made for two to six players so I wanted to 
try it with a respectable number of players; we decided that 
four us seemed like a good number. 


The Players: 
Black — Gavin 
Blue — Clay 


Green — Kathy 
Yellow — Kyle 


There are five different sets of victory conditions available in 
the game including “Total Conquest”, where the object is to be 
the only player left alive. But we decided to go with “The 
Race for Dominance” which says that the winner is the first 
player to start a turn that as an empire worth twenty points. We 
did this because after our practice game, it was apparent that 
anyone that has an empire worth twenty points at the start of 
their turn would have to suffer some cataclysmic bad luck not 
to end up as the eventual world conqueror (without the two to 
four hours of game time needed to finish off the rest of the 
board). 


Another interesting thing about Viktory II is that the board size 
changes with the number of players. This is an aspect of the 
game that I happen to like since that means you can scale the 
game if you are one that enjoys bigger games (who me?). For 
this report though, I forced myself to stay within the confines 
of the published rules (not always an easy task for me I might 
add). The board for four players is supposed to be seven hexes 
to a side which means that there are 36 pieces around the edge 
surrounding a total of ninety-one internal hexes. 


Thoughts on strategy: 

Kyle - After playing a practice game the week before and being 
victimized by transport ships I came to this match with the goal 
to dominate the waterways and use my ships to assault other 
player's capitals. Thus removing their reserve capability and 
soften them up for a take over. 


Clay — After having a couple games under my belt, I think that 
having a variety of units is very important, but having ships is 
vital. I plan on spreading out as fast as I can concentrating on 
getting a ship fairly early, and multiple unit types. The Plains 
city, gives two infantry, so I think I'll avoid that type if possi- 
ble. Blocking access to my capitol from the water I’ve learned 
is important (the hard way). 


According to the rules, at this point the internal hexes are ran- 
domly chosen from those in the box to fill out the board. Here 
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I did go off the published rules just a bit (didn’t I say that stick- 
ing to published rules was difficult for me?). To insure that 
there would be an even spread of the different hex types, I in- 
sured that the ninety-one internal hexes were equal and propor- 
tionate to the full sized board. This meant that I ended up with 
sixteen each of the four different types of land hexes and 
twenty-seven sea hexes for a total of ninety-one hexes. These I 
shuffled vigorously and randomly placed them into the map 
face down. 


Next we rolled to choose sitting positions. The result is shown 
in first figure. The next step was to determine who would go 
first. This time Kyle won the roll off, so he started the game 
and we went clockwise from there. 


The first four turns went quickly as we all went through the 
discovery process to get the lay of the land. Instead of going 
through the gory detail, a table at the start of each turn shows 
the points the player’s empire is worth at the start of the turn, 


what the player built during their turn, and the units available at Turn 3 


Build 


Units 


Town (Forest) 


2x Inf, Cav 


Town (Mt) 


2x Inf, Cav 


Town (Forest) 


3 x Inf 


the end of the turn. Player | Points 
Turn 
Player | Points Build Units Kyle 2 
Kyle 0 Town (Grass) Clay 2 
Clay 0 Town (Grass) Kathy a 
Kathy 0 Town (Plains) int Gavin 2 
Gavin 0 Town (Grass) Inf 
Turn2 
Player | Points Build Units 
Kyle 1 City (Grass) Inf, Cav 
Clay T City (Grass) Inf, Cav 
Kathy 1 City (Plains) 2x Inf 
Gavin 1 City (Grass) Inf, Cav 


Turn 4 


Town (Mt) 


2x Inf, Cav 


Player | Points 


Build 
City (Forest) 


Units 
2 x Inf, Cav, Ship 


Town 
(Forest) 


3 x Inf, Cav 


Gavin 3 


Town (Mt) 
City (Mi 


4x Inf 


2x Inf, Cav, Can 


First contact came right at the end of the fourth turn when 
Gavin tried to grab a mountain town from Kathy by moving in 
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a Cavalry unit and an Infantry. 


Player Side Units Special Dice Rolls Results 
Gavin Attacker Cav, Inf 3 353.9 1 hit - Inf killed 
Kathy Defender 2xInf Mts 3 3,4,4 1 hit - Inf killed 


Not willing to give up, Gavin gave it another go. 


Player Side Units Special Dice Rolls Results 
Gavin Attacker Cav = 6,6 miss 
Kathy Defender Inf Mts 3 t Be S| 1 crit, 2 hits — attacker killed 


So the first attack of the game ends with Kathy successfully 
defending her town. After this, the turns started to get more 
interesting. 


Turn5 The attack ends in mutual annihilation. Not finished yet, Kyle 
move his ship to within two hexes of Clay’s capitol and Bom- 
Player | Points Build Units bards it. He rolls a 3 thus killing the Infantry unit stationed 
there. Kyle, though killing 75% of Clay’s forces, still failed to 
Kyle 4 Town (Forest) 3 x Inf, Cav, Ship take any real estate. Clay did little but recover, and Kathy rear- 
Clay 4 City (Forest) 3 x Inf, Cav, Ship ranged her forces to strengthen her borders. It wasn’t until 
~ Gavin's turn that the fighting starts again. This time he at- 
Kathy 4 City (Mt) 4x Inf, Can tacked the same town of Kathy’s but this time he could only 
Gavin q Town (Forrest) | 3x Inf, Cav, Can get one Infantry unit into the fight, 
Player Side Units Special Dice Rolls Results 
Kyle Attacker Cay, Inf 4 1,2,6 | 1 crit, | hit— defender killed 
Clay Defender Cav, Inf Town 3 2,.2,3 3 hits - attacker killed 


Kyle starts the turn by invading a town of Clay’s with a Cav- 
alry unit and an Infantry. Interestingly enough, Clay also has a 
Cavalry unit and an Infantry defending the town. 
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Player Side Units Special Dice Rolls Results 
Clay Attacker Cav, Inf 3 45:5 miss 
Kyle Defender Inf Mts 3 2,4,5 1 hit — Inf killed 


Not being satisfied with his loss, Gavin tries to bombard an- 


other town of Kathy’s, but rolls a 5 and misses that too. 


Player Side Units 


Special 


Rolls 


Results 


Clay Attacker Cav 


2,6: 


1 hit - defender killed 


Kyle Defender Inf 


Mts 


1,2,4 


1 crit, 1 hit - attacker killed 


Player | Points Build 


Units 


Kyle 5 City (Forest) 


3 x Inf, Cav, 2 x Ship 
City (My 3 x Inf, Cav, Ship, Can 


Town (Grass) 


5 x Inf, Can 


Gavin Cj City (Forrest) 3 x Inf, Cav, Can, Ship 


This turn Kyle takes it easy as he recovers his forces and posi- 
tions them closer to the areas he appears to be interested in. 
Clay on the other hand finally comes out shooting. First he 
attempts a to bombard the yellow ship close to his capital and 
misses with a roll of a 5. Then he brings a cavalry unit and an 
infantry in to attack a yellow cavalry unit that Kyle moved into 


the nearby mountains 


Special 


Rolls 


Results 


Mts 


4,5,5 
2,4,5 


1 hit 


miss 


Inf killed 


Clay coming too far now to stop kept the attack going. 


Player Side Units 


Clay Attacker Cav, Inf. 


Special 


Rolls 
4,5,5 


miss 


Results 


Kyle Defender Inf 


Mts 


2,4,5 


1 hit 


Inf killed 


Again, the battle results in mutual annihilation and Clay de- 
cides enough is enough. Kathy now goes and she takes a pot 
shot at Gavin’s nearby cannon with her cannon and misses with 
a roll of a 5. Not liking the result, she moves in an Infantry 


unit of her own to drive off the annoying thorn. 


Player Side Units 


Special 


Results 


Kathy Attacker Inf 


miss 


Gavin Defender Canon 


Both sides miss completely so she keeps the attack on. 
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miss 


Player Side | Units Special Dice | Rolls Results 
Kathy Attacker | Inf 1 | 1 1 crit - defender killed 
Gavin Defender Canon 1 Bi miss 


Kathy wins, but again, no real estate changes hands. Gavin, of 
course is next up and he is quick to retaliate by invading 
Kathy’s town that is being held by a single Infantry unit. 


Player Side Units Special Dice Rolls Results 
Kyle Attacker Inf 1 4 miss 
Clay Defender Inf City 3 1 hit — attacker killed 


Another case of mutual annihilation, so Kathy ends up keeping 
her town, and that ends the turn. 


Turn7 
Player | Point Build Units 
s 
Kyle 6 Town (Mt) 5 x Inf, Cav, 3 x Ship 
Clay 6 Town (Mt) 4 x Inf, Cav, Ship, Can 
Kathy 6 City (Grass) 5 x Inf, Cav, Can 
Gavin 6 Town 3 x Inf, Cav, Can 
(Forrest) 


So far, there has been fighting all around the board, but there 
has been no exchange of ownership of any of the town or cities. 
On this turn that finally ends. Kyle starts by conducting a 
bombard attack on one of Gavin’s cities with a naval unit. He 
rolls a 1 which kills the Infantry in Gavin’s city. Kyle then 


drops off an Infantry unit from the ship and attempts an am- 
phibious assault on the city. Since the city was now empty of 
enemy troops. The City rolls a 5 and a 6 which scores no hits, 
so the Infantry unit survives and captures the city changing it 
from Black to Yellow. 


Kyle tries the same trick on Clay by bombarding one of his 
cities and then dropping off an infantry, only this time, Clay’s 
city is defended by two infantry units, rather than one. The 
Bombard attack scores a hit killing one of the infantry, so then 
the amphibious assault is resolved. 
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Player Side Units Special Dice 


Rolls 


Results 


Kyle Attacker Inf 1 


6 


miss 


Clay Defender Inf City 3 


Amazingly there are no hits, so Kyle tries again. 


5, 6,6 


miss 


Player Side Units Special Dice Rolls 
Kyle Attacker Inf 


miss 


Results 


Clay Defender Inf City 
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Kyle loses his infantry and his turn is over. 


Clay retaliates by doing a couple of bombard attacks on Kyle. 
With the first, from his cannon, he sinks Kyle’s ship sitting off 
the coast. But his ship rolls a 4 and misses Kyle’s other ship. 
Clay then attempts to invade a city of Kyle’s that Kyle left un- 
defended and discovered too late that with Clay’s ship sitting 
next to it he could not bring in his reserves there. Fortunately 
for Kyle, the city rolls its two defense dice and by scoring two 
hits kills all the invading forces. The city remains in Kyle’s 
hands. 


Kathy decides that the newly conquered city (now Kyle’s) is 
ripe for the picking and invades it with a cannon unit and two 
infantry. The city is only defended by one infantry, but still 
has a ship off the coast that can provide naval support. Since 
Kathy is attacking with a cannon, she gets one pre-battle shot, 
but her roll of a five fails to score a hit. 


1 hit — attacker killed 


Player Side Units Special Dice Rolls 


Results 


Kathy Attacker Can, 2xInf 2 5,6 


miss 


Kyle Defender Inf City, Nav 4 1,1,4,6 


Things are not looking great for Kathy’s forces, but she presses 
the attack. 


2 cri 


its — Can & Inf killed 


Player Side Units Special Dice Rolls Results 
Kathy Attacker Inf 1 5 miss 
Kyle Defender Inf City, Nav 4 2,3,4,6 2 hits — attacker killed 


A surprised yellow infantry unit wins the battle and the city 
remains in Kyle’s hands. Finally, Gavin gets to go. He mus- 
ters his remaining forces and attacks the nearest of Kathy’s 
cities. He attacks with a cannon and an infantry and his pre- 
battle shot scores a hit killing the defending infantry leaving 
only a cavalry in the city. 


In yet another case of mutual destruction and the city does not 
change ownership. 


Player Side Units Special Dice Rolls Results 
Gavin Attacker Can, Inf. 4 1,6 1 crit — defender killed 
Kathy Defender Cav City a 32,3 2 hits - attacker killed 


Turn8 


Player | Points Build Units 
Kyle 9 City (Mt) 5 x Inf, Cav, 3 x Ship 
Clay 7 Town (Mt) 6 x Inf, Cav, Ship, 2 x 
Can 
Kathy 7 Town 6 x Inf, Cav, Can 
(Grass) 
Gavin 5 - 2x Inf, Cav, Can 


Kyle starts the turn by trying to take out Clay’s only ship with a 
bombard attack but misses with a 4. Then Kyle brings in a 
cavalry and an infantry to do an amphibious assault on a nearby 
town of Gavin’s, and starts the attack with a bombard shot that 
misses. 


Player Side Units Special 


Rolls Results 


Kyle Attacker Cav, Inf 


Gavin Defender Inf Town 


3 1,2,6 
2 2,4 


1 crit, 1 hit — defender killed 


1 hit — inf killed 


Kyle’s Cavalry survives the battle and captures the town 
changing it to yellow. Gavin's empire has been reduced to 
only two cities. 


Clay starts with taking a shot at Kyle’s ship with his own ship. 
But he rolls a 5 and misses. Clay then moves a cannon and a 
cavalry into Kyle’s undefended city, but Kyle rolls a 1 and a3 
killing both units and retains control of the city. Clay cries 
uncle and lets Kathy go. Kathy starts by going after Gavin’s 
Cavalry that was threatening her city. She moves in one can- 
non and one infantry against a cavalry. Her Cannon takes its 
pre-game shot and scores a hit killing the cavalry which does 
not get to return fire. 


Gavin has become landlocked and has no place to build, but 
still he is quick to retaliate by moving in a cannon and two in- 
fantry to take the hex back. His pre-battle shot scores a hit 
killing Kathy’s infantry swinging the odds in Gavin’s favor 
even more. 


Player Side Units Special Dice Rolls Results 
Gavin Attacker Can, 2 x Inf 2 2,4 1 hit — defender killed 
Kathy Defender Can 1 6 miss 
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Gavin controls the hex and that ends the turn. 


Turn 9 


Player | Points Build Units 
Kyle 9 City (Forrest) 5 x Inf, Cav, 3 x Ship 
Clay 10 City (Mp 7x Inf, 2 x Cav, Ship, 3 x Can 
Kathy 8 City (Forrest) 6 x Inf, Cav, Ship Can 
Gavin 4 - 2x Inf, Cav, Can 


Kyle starts turn 9 by invading Kathy’s city which is defended 
by only a single infantry. Unfortunately, Kyle can only bring 
two infantry to the battle giving him only a single die to attack 


with. 

Player Side Units Special Dice Rolls Results 
Kyle Attacker 2x Inf 1 4 miss 
Kathy Defender Inf City I Ab Be 2 crits & 1 hit — attacker killed 


Not liking the outcome of that fiasco, Kyle goes head to head 
with Clay’s ship with his own ship. 


Player Side Units Special Dice Rolls Results 
Kyle Attacker Ship 1 4 miss 
Clay Defender Ship 1 1 1 crits — attacker killed 


Kyle is on a roll and his ship goes to the bottom. Oh yeah, it 
happens to have had an infantry onboard, so it goes to the bot- 
tom with the ship. Not being done yet, he tries to sink the same 
ship with a bombard shot form both of his other ships. One 
rolls a 4 and the other a 5 so Clay’s ship gets nicknamed Ole” 
Tronsides and stays afloat. 


Finally, Kyle tries one last invasion and goes after Clay’s 
nearby town with a single cavalry, 


Player Side Units Special Dice Rolls Results 
Kyle Attacker Cav 2 3:5 1 hit — defender killed 


Clay Defender Inf. Mts 3 1,3,6 lcrit & 1 hit — attacker killed 


Kyle finally scores a hit, but gets killed in the process so the 
battle ends with no change in ownership. 


Clay, having had not been hurt too bad by Kyle’s repeated at- 
tacks, launches one of his own, and his attack is aimed at 
Kyle’s capitol city. Clay brings a ship loaded with two infantry 
and a cannon, takes a bombard shot and drops them off on the 
city. The Ship scores a hit killing one of the two infantry in the 
city, but the pre-game shot from the cannon misses. 


Kyle’s capitol falls, he can no longer bring on his reserves until 
he takes back his capitol. 


Player Side Units Special Dice Rolls Results 
Clay Attacker Can, 2 x Inf. z ae 2 hits — defender killed 
Kyle Defender Inf City 3 5,6,6 miss 
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Kathy then musters her forces and goes after the same bloody 
hex that she and Gavin have been fighting over for a couple of 
turns. This time she brings two infantry and a cavalry. 


Player 


Side 


Units 


Special 


Rolls 


Results 


Kathy Attacker Cav, 2xInf 2 5,5,6 miss 
Gavin Defender Inf, Can 2 533 miss 
Amazingly, there were no hits, so she presses the attack again. 

Player Side Units Special Dice Rolls Results 
Kathy Attacker Cav, 2xInf 2 3,5,5 1 hit — Inf killed 
Gavin Defender Inf, Can 2 4,5 miss 


Since things 


appear to be 


going better now, she continues. 


Player Side Units Results 
Kathy Attacker Cav, 2xInf 2 hits — defender killed 
Gavin Defender Can miss 


Once again the owner of the hexes changes as Kathy wins the 
battle. Gavin is in a bad spot as he still cannot build, and of 
course can do little else but attack back in kind, but only suc- 
ceeds in losing the infantry and cavalry that he brings to the 
attack, though he does take out Kathy’s two infantry units in 


the attempt. 


Turn 10 
Player | Points Build Units 
Kyle 8 - 2x Inf 
Clay 13 City (Mt) 8 x Inf, 2 x Cav, 2 x Ship, 4 x Can 
Kathy 9 City (Forrest) 7 x Inf, 2 x Cav, Ship 2 x Can 
Gavin 4 - Inf, Cav 
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Kyle, now without his capitol cannot 
build nor bring on units from his reserve 
list. So he fights with what he has left 
and conducts a bombard attack on Clay’s 
forces inside what was once Kyle’s capi- 
tal city. He rolls a 6 and misses. He then 
launches an amphibious assault against 
another of Clay’s cities with the infantry 
the ship had on board. 


Player Side Units Special Dice Rolls Results 
Kyle Attacker 2 xInf 1 4 1 hit — defender killed 
Clay Defender Inf City 3 24,5 1 hit — Inf killed 

Not having much hope but knowing there was little else he 
could do, Kyle continued. 

Player Side Units Special Dice Rolls Results 
Kyle Attacker Inf 1 2 1 hit — defender killed 
Clay Defender Inf City 3 2,3;3 3 hits — attacker killed 


Kyle lost his infantry, but was happy to at least take Clay’s 
with him. 


Next, Kyle went ship on ship with Clay’s ship, and after two 
rounds of combat, both ships end up getting sunk. Yet another 
of Kyle’s ships takes a shot at another of Clay’s cities and suc- 
ceeds in killing a cavalry. Not having any other units to fight 
with, Kyle lets the turn pass to Clay. 


Clay then decides to go for control of the sea. First he bom- 
bards Kathy’s ship with his cannon, and sinks it with a roll of a 
1. Next up is Kyle’s ship with a different canon which once 
again is sunk with another roll of a 1. Then Clay moves in his 
ship to take on one of Kyle remaining ships in a ship on ship 
combat, and sinks it with a roll of 2 (The return shot fail to hit 


since it was a roll of a 6). Finally, Clay takes a chance and 
tries to take one of Kyle’s undefended cities with a cavalry 
unit. Kyle rolls a 2 and a 6 in defense, killing the cavalry and 
keeping his city. 


Kathy, now starting to worry about Clay, attacks his infantry 
that he moved next to Kathy’s city (in preparation for an inva- 
sion maybe?). 


Kathy scores a hit and kills the annoying blue infantry. Next 
she decides that the only way for her to increase her point 
count is to take the closest available cities, and unfortunately 
for Gavin, those cities are his. She moves in an Infantry unit, 
and Gavin’s defense rolls are a 5 and 6! The Infantry survives 
and Kathy takes the city. 


Player Side Units Special Dice Rolls Results 
Kathy Attacker Inf 1 2 hit 
Clay Defender Inf 1 2 miss 
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Turn 11 


Player Units 

Kyle 2x Inf 

Clay Town (Plains) 10 x Inf, 2 x Cav, 3 x Ship, 4 x Can 
Gavin 


Kyle again can’t build and is in fact down to his last two infan- 
try units. He moves both his remaining Infantry into the moun- 
tains hoping to position himself for next turn and passes the 
turn on to Clay. 


Clay then starts his turn by bombarding Kathy’s city with two 
cannon and rolls two misses (4 & 6). Not wanting to end there, 
he next brings up his ship for another try. And again misses 
with a roll of a six. Frustrated at this point, Clay goes for an 
undefended city of Kyle’s and moves in an infantry and a can- 
non. Kyle, taking a lesson from Clay, rolls a 4 & a 5 for his 
defense rolls missing both units and losing the city. Feeling 
lucky, Clay goes for another of Kyle’s cities but this time Kyle 
rolls a 2 & a 3 killing both invading units and retains hold of 
his city. 


Now it is up to Kathy to stop the Clay from gathering up too 
many points. Clay’s city with a cannon and an infantry defend- 
ing it is within reach, and she attacks it with a cannon, cavalry, 
and an infantry. Kathy rolls her pre-battle shot for her cannon 
and misses with a 5. 


Player Side Units Special Dice Rolls Results 
Kathy Attacker Inf, Cav, Can 4 1,1,3,3 2 crits, 2 hits, defender killed 
Clay Defender Inf, Can City, Nav 5 2,2,3,5,6 3 hits, attacker killed 


A deadly pair of rolls and all five units involved in the battle 
are slaughtered. Miffed at her failure, Kathy takes a pot shot at 
one of Clay’s ships and sinks it with a roll of a 1. 
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Kathy ends her turn by invading Gavin’s Capitol, which of 
course happens to be his last city. 


Player Side Units Special Dice Rolls Results 
Kathy Attacker Inf, Cav, Can 4 3,3,5,6 2 hits - defender killed 
Gavin Defender Cav, Inf City 4 3,.4,.5, 5 1 hit - Inf killed 


Kathy survives the attack and takes Gavin’s Capitol knocking 
him out of the game since his empire has been completely con- 
quered. 


Turn 12 
Player | Points Build Units 
Kyle 4 E 2 x Inf 
Clay 19 City (Plains) 11 x Inf, 2 x Cav, 3 x Ship, 4 x Can 
Kathy 15 City (Grass) 8 x Inf, 3 x Cav, Ship Can 
Gavin 0 - - 


Still not being in possession of his capitol, and not likely to get 
it back, Kyle still cannot build. But he can reach two cities, 
one of them being undefended, and he goes for the gusto and 
attacks both with only one Infantry unit against each. The first 
is Kathy’s city which is defended by a single infantry unit. 


Player Side Units Special Dice Rolls Results 
Kyle Attacker Inf 1 1 1 crit - defender killed 
Kathy Defender Inf City 3 4,4,5 miss 
Amazingly Kyle wins and takes the city! The second city is Turn 13 
Clay’s who only gets to roll two defense dice and rolls a 5 & a 
5! Kyle takes a second city! Player | Points Build Units 
Kyle 6 z : 
Clay, not being amused at Kyle’s luck, tries to take out one of 
his two infantry with a bombardment from his ship but misses Clay 20 Game Over a 
with a 6. Next he goes after Kathy’s city first by taking two Kathy 14 = r 
cannon shots. His rolls of 1 & a 4 manage to kill off the de- 
fending infantry so Clay moves in his infantry to try and take Gavin 0 - - 


the city. But Kathy rolls a 3 & a 6 in defense killing the invad- 
ing infantry and keeping the city. 


Finally, Clay moves into two pairs of units into two of Kyle’s 
cities, both undefended. One he fails to take due to Kyle scor- 
ing two hits in defense. But the other falls even though Kyle 
did manage to score one hit with a roll ofa 2 & a 6. This gives 
Clay 20 points which he must retain until the start of his next 
turn. 


Kathy unfortunately has very little that is close enough to at- 
tack Clay. She does get off a bombard attack but misses even 
with that. The rest of her turn she spend going after what she 
can of Kyle’s, but amazingly, all her attacks fail and she fails to 
take a city or even kill either of Kyle’s units. 
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Kyle can also do little to prevent Clay from winning and he 
spends his turn attacking Kathy, but only manages to lose an 
infantry unit. The turn goes to Clay and the games ends. 


Kyle’s Comment — Oh well, I had been too busy building up 
my fleet to notice that Clay had positioned some reinforce- 
ments one ship ride away from capturing my capital. Which in 
the next turn he did. Two of my ships were positioned to bom- 
bard Clay’s ship which ended up capturing my capitol, but they 
couldn’t hit land if they were standing on it. 


In a flash of idiocy I took my remaining ship and attacked 
Clay’s home port in hopes of capturing his city, gaining a ship 
and setting myself up to recapture my capital the next round. It 
didn’t work. My ship got sunk. Since I’d lost my capital I 
could not bring any reserves back in so it was the beginning of 
a slow painful death as Clay slowly ate up my cities. 


In Hindsight: 

1. Pay more attention to defending my capital city 

2. Build a better mixture of troops (canon, ships, cavalry, and 
troops). It’s fine to have a lot of ships but they need troops 
to transport. Remember ships can not capture opponents’ 
cities. You need troops for that. 

3. Pay better attention to other player’s troop movements. 


Recommendations for the game: 

T had fun playing this game. It was interesting (except toward 
the end when I was being slaughtered). There was one sticking 
point, however, the hexagonal game pieces were somewhat 
difficult to pick up and turn over. The other upside down hexes 
would get pushed out of the way. We were constantly putting 
them back into the proper spots. Thinking about that, I would 
recommend the following change. Instead of setting up the 
board at the very beginning with all the hexes upside down 
have the players blindly pull hexes out of the box when it 
comes time for the to reveal the adjacent terrain. This would 
eliminate the problems we had. There could be fold out board 
(much like monopoly, risk, etc...) with the playing field outline 
on it (including the markings for the starting positions). At the 
beginning of the game put out the water border as is currently 
done but none of the other pieces. When a player goes to build 


The hard part though is that since you never have a huge num- 
ber of troops, and are always surrounded on all sides by ene- 
mies, you have to be very careful on how you move and posi- 
tion your forces. You really have to watch out for sneak at- 
tacks, and they seem to happen even if you are VERY careful. 
And if you plan on winning, getting your own sneak attacks off 
successfully should be a primary goal. I look forward to play- 
ing this game a lot more. 


Played by Clay Richmond, Kathy Richmond, 
Kyle and Gavin 


their capitals have them reach blindly into the box or 
bag, draw a hex piece, and place it on the board. 


Gavin’s Comments — This game reminded me of a 
game of Risk. The basic concept was good, with the 
different land types and military options based on 
those land types. Movement made logical sense, ex- 
cept for the whole issue with “roads” being built. It 
made little sense to me for a road to exist between 
towns until one of those towns was captured. I under- 
stand the idea that the roads would be destroyed, but 
it is a reach. I also had a problem with the fact that 
during your turn, you could essentially send every 
piece of military hardware and personnel you had to 
attack others at no real expense. Any personnel or 
hardware that was lost was just gained back in full 
strength at the end of your turn. I could see a more 
limited option of rebuilding as a more interesting ad- 
dition to the game. 


I see this game moving more smoothly with a more 
rigid construction, such as hard barriers between each 
tile keeping each in place on an existing board. Still, 
all in all, it was an entertaining game, and the land 
types that surround your capital truly do dictate what 
type of success and strategy you will have. 


Clay’s Comments — This game has grown on me the 
more I play it. The system is different enough to be a 
bit hard to get used to at first but once you get over 
the fact that it is not like all the other war games 
you've played then I found if very intriguing. The 
system definitely encourages you to attack since you 
essentially get everything back at the end of the turn. 


Introducing VIKTORY II®, the Fast-Paced 
Strategy Game that Allows You to "Conquer the 
World" in 1-4 Hours, With Simple Rules, 660 
Detailed Miniatures, 180 Modular Map Hexes, 
and Aggressive Gameplay... 


+ Light wargame with clear, easy rules that can be explained to 
a beginner in minutes, but still provide challenging gameplay. 

* 660 detailed miniatures of Napoleonic-era infantry, cavalry, 
artillery and frigate units. Each unit has its own special abilities 
and unique characteristics. 

+ Wage war on a scalable, customizable modular map system 
that includes 180 mountain, forest, plains, grassland, and water 
hexes so that no two game maps are ever the same, and larger or 
smaller maps can be played for either longer or shorter games. 

+ It’s every player for himself NO set "teams", meaning 
that your political skill at negotiating alliances and ceasefires is 
as important as your tactical savvy in planning assaults. 

* The objective for every player is to crush and utterly defeat 
every opponent. Aggressive rules penalize turtling and inaction 
—if you don’t start fighting, the fight will come to you! 
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PAINTING WORKSHOP 


Subject: Dawn: Fallen Archon 
Manufacturer: Magnificent Egos 
Sculptor: Gael Goumon 
Price: $9.99 

Painter: RobH 


A slightly different take on the Workshop this time, rather than 
a standard step by step through each stage I am going to con- 
centrate on a couple of specific aspects of the model, in this 
case the feather wings and the golden armour. 


First Impressions: 

I think 2 things stand out immediately you see this amazing 
figure: Firstly, she could have come straight out of a Rackham 
Confrontation blister. Surface detail, scrollwork, mismatched 
clothing and armour, it is all identical which is not surprising 
given the sculptor. Secondly, she is going to be very fragile 
and an absolute nightmare to handle while painting. 


Preparation: 

I began by dry assembling the figure with poster putty to try 
and get an idea of the balance and animation of the figure and 
as a result snapped the smoke column linking the figures feet 
and the base. I have to say I was not surprised by this turn of 
events and elected to benefit from it by changing the pose 
slightly while repairing it. I drilled and pinned the right arm 
and positioned it pointing straight down rather than outwards as 
the Mag Ego website shows. This allowed the arm and blade 
weapon to touch the right leg giving me an extra glue point for 
strength. I also pinned and glued the wings in place, ensuring 
that the touched slightly, again to make a stronger join and bent 
the out flung cloak upwards slightly. The smoke column I 
chose to straighten so that the figure was slightly higher and 
leaning slightly forwards, this ensured that the centre of gravity 
is directly over the base centre giving the figure as much stabil- 
ity as possible and gives the figure a more upright, vertical 
stance. I chose to replace the Mag Ego metal square base with a 
round plastic one (for no other reason than personal prefer- 
ence). 


When glued I very gently washed the figure in weak soap solu- 
tion and let it dry completely before brush priming her with 2 
thin coats of matt white enamel paint. I find enamel gives a 
much stronger and handling resistant surface than acrylic prim- 
ers. I then had to decide on the colour scheme I wanted for the 
figure. Mag Egos have titled Dawn as a “Fallen Archon” which 
is a once Lawful good celestial who has fallen from grace and 
turned or been lured towards evil. In the case of Dawn this is 
not evident in physical aspects (horns, demonic wings etc) so 
would have to be shown in colours: to which end I decided 
upon a dark golden colour for the armour, Tan and Purple 
feathers and Dark Red clothing. It would actually be an inter- 
esting exercise to paint this figure in highly polished silver ar- 


mour with brilliant white clothing and feather wings as a 
“True” Archon. 


Starting the figure: The wings. 

The basecoat for the wings was a 50/50 mixture of GW 
“Vermin Brown” and GW “Vomit Brown” which gives a 
golden brown colour. This was applied in 3 or 4 very thin coats 
to ensure good coverage without losing any of the detail. The 
paint was thinned with water to which a couple of drops of 
“Flow Improver” had been added. This is a better medium for 
thin paint than water alone as it does not cause the paint pig- 
ment to separate. The application does not need to be too neat, 
but it is important to ensure a good even coverage. 


Once the basecoat had dried I began to lighten the wing feath- 
ers with several light dry brushes, each time with a very 
slightly paler shade. I started with a 50/50 mixture of GW 
“Vomit Brown” and White. Each successive pass with the 
drybrush used a little more white in the colour mix. 


The key to painting the feathers is to brush very lightly in 2 
distinct planes. A motion up and down the wing using 2 or 3 
strokes on the downward (i.e. from higher feather to lower) to 
each upward. Then a motion from the inside of the wing out 
towards the tips. This technique lightens the tips and lower 
edges of the feathers and leaves the darker colour at the loca- 
tions where one feather is overlapped by another. It is impor- 
tant to use thin paint, a very dry drybrush and a light touch to 
avoid filling the finely carved detail with paint. Picture 1 shows 
the feathers as light as I wanted them to go. 


The next stage was to darken and colour the feathers to the Tan 
tone that I wanted. For this the entire wing surface was glazed 
with a thinned coat of GW “Flesh Wash” ink which is a warm 
golden colour. The ink was diluted about 30/70 with water so 
that it barely coloured the underlying paint. I repeated this 
glaze 4 or 5 times until satisfied with the depth of colour. 
Leave each glaze coat to dry before applying the next. (A 
glaze, unlike a wash is a coat that does not settle into rec 
it evenly colours the entire surface below). I finished the glaz- 


Get your world painted 


ing by using a fine pointed brush and a 70/30 mix of “Flesh 
Wash” and Water to which I added a drop of flow improver 
and painted in the darker lines where each feather joins an- 
other. 


The final part of the feather painting was to use a purple ink 
(actually a mix of red and blue inks) diluted 30/70 with water 
to colour the inside edge of each feather. This should be a 
slightly irregular effect, coming further out on some feathers 
than others for a more natural looking finish. The thin ink will 
pick up the underlying shading and highlighting on the feathers 
so will not need darkening. 


The Armour. 

The Golden Armour was painted in a method that I have been 
experimenting with which pre-colours the armour before add- 
ing any metallic shine. Due to the complexity and very fine 
detail of the armour I actually started painting it by base coat- 
ing the Flesh areas around it in GW “Bronzed Flesh” to ensure 
that I could see where each section of armour began and ended. 


The Armour basecoat colour is GW “Snakebite Leather” which 
is highlighted with 2 coats of successively lighter “Snakebite 
Leather” and “Bubonic Brown” mix, again thinned with water 
and flow improver. The highlighting is concentrated on the 
centre and outer edges of each armour piece. This is then given 
a wash with a 70/30 mix of “Flesh Wash” and Water to which I 
added a drop of flow improver. This strong colour wash 
changes the colour tone of the “Snakebite” from a green to a 
yellow brown and as a wash it settles in the recesses and under- 
cuts to shade the armour and give a good dark edge to the Flesh 
Areas. In the picture you can see the shine on the armour that is 
a result of using the heavy ink with so little thinning. 


To remove this shine (and associated smooth finish) I brush 
varnished the armour plates with a matt enamel varnish. Then 
using neat gold printers ink I very lightly brushed over the 
edges until they were completely covered in the metallic finish. 
The centres of the larger pieces were metallized by very lightly 
painting them with an almost drybrush of the ink which keys to 
the very slight surface texture of the matt enamel varnish. 
Once completely dry the armour was then re-varnished to pro- 
tect it during the finishing of the figure. 


All pigments used in inks are more finely ground than those 
used in hobby paints, so by using inks rather than paints you 
can avoid the very coarse texture that tends to plague metallic 
paints giving a much smoother finish. 


Finishing Up. 

The flesh was painted using Rackham colours (which I very 
highly recommend and will be replacing all my GW and 
Vallejo paints with in due course) “Tanned Skin”, “Craggy 
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Magnificent Egos 
“Dawn: Fallen Archon” 
painted by 


Skin” and “Elven Flesh”. The Red clothing was base coated in 
GW “Scab Red”. Shadows lightly glazed in with a mix of 
“Scab Red” and GW “Scorched Brown” and highlight glazes 
of “Scab Red” mixed with increasing amounts of Rackham 
“Fusion Red”. The black stockings (had to be black for a fallen 
Archon!) highlighted with a very dark grey and Bone coloured 
wing frames and blade weapon completed the figure. I kept the 
base very simple, earth brown with static grass clumps, bone 
coloured skull and the smoke column supporting the figure in a 
blue grey, lightening towards the top. 2 coats of Matt Polyure- 
thane varnish brushed on completed the painting. 


Overall. 

A truly wonderful figure to paint, but not one for novice paint- 
ers or the weak of heart. As I said at the outset it is very remi- 
niscent of a Rackham figure but with better body proportions. 
It is not possible to hold this model by the figure or its cast 
base while painting it due to the angle at which the wings and 
robe project, so some form of painting stand or handle is vital. 


Plus the fact that held sideways, the weight of the model will 
(as I proved) bend and break the thin smoke column support. 
The figure proportions are excellent and in scale, the surface 
detail is extremely well sculpted and the casting quality flaw- 
less. Probably my one of, (if not the) best figures of the year 
(2006). Definitely the one I have enjoyed painting the most. 


RobH 
“PaintCowboy” 


www.displacedminiatures.com/robh 


